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PREVIEW — 15/16 


There will be Ralph Vicker's “Zeroing in Boroedino", two "Buyer Guides", 
one on AH-games (Rian van Meeteren), one on complex/simple games he likes 
(Cliff Sayre), then of course “Cliff's Corner", Reviews and opanions mainly . 
on SPI=-games {but also on some others ~ and I hope to get somo more from a 
lot of youl), zine reviews probably, the Hyde-Park-Corner... etc. 

There arc a lot of new games around on which I got no or only little com- 
ment up to now: could YOU help? Also, if you hurry, I still can use additi- 
onal opinions on SPI's quads and other games ~- aduit-games, SF/F-games, zi- 
nes, of course, too... Please, write NOW! Thanks. 


GAMES/RULES WHICH J SELL . (Walter Luc Haas, Postfach 7, CH-4024 Basel 24) 


PRICES inclusive pastage & package; ~-prices subject to changes (depending 
on V-devaluation - though the % seems to have stabilized recently...). 

CODE: SF: Science Fiction, Cs CoSim (wargame), M: Miniatures; G: Game (incl 
counters, map}, Rs Rules; *: only small stocks, **: on command only (delive~ 
ry time 4-8 weeks). 


NEW: Dungeon! new, cheaper price! Little Big Horn (CoSim: Sioux/Custer) and 
Fight in the Skies (CoSim: WWI Aerial), White Bear & Red Moon (marvellous 
looking Fantasy game), etc... 


Delivery problems: . _ ae ow 
Ythri: arrival date unknown; small amounts of Helms Deep, Minas Tirith, Sie- 
ge, new SF-zine Dragon: mid/end July; EPT-posters: mid-August. 


Dungeons & “Dragons Sfr 26.-//6.10 (FR); Greyhawk, Biackmoor, Eldritch Wizar- 
dry SFr 13.-/4%2.90 each (FR; supplements to D&D)(to be out in Sep/Oct: Gods, 
Demi-Gods, Heroes SFr 13.-//2.90, supplement IV to D&D); Chainmail Sfr 13.-/ 
Z2.90 (M/FR, medicval/fantasy). 
Empire of the Petal Throne SFr 65.-//14 (FG/FR)(Fantasy Adventure on the 
World of Tékumel; 3 Full-color maps). War of Wizards SFr 19.50/44.45 (FG, - 
duelling betw 2 wizards; usable with D&D). Dungeons! Str 28.50/726.50 {Fly 1+ 
12 players, family-game; fun!). 

White Beer & Red-Hoon SEa-22.-Aé4e720 (FG, marvellously ill rules, map; die- 
cut counters), Stl of Helm's Deep SFr 8.50//1.95 (FG,*), Siege of Minas Ti- 
rith SFr 15.50/73.60 (FG,*), Btl of 5 Armies Sfr 12.90//3.05 (FG,**). 

Pitadel SFr 11.40/¥2.70 (M/FR,*), Roval Armies cf the Hyborean Age SFr 16.-/- 
Pasoo (MAPR gS?) dhe Ythed ore 21.-/V5 (FG,**, cf above). : 


Warrioze-of Maes SFr 43.-/¢%2e90 (SFR), Starprobe Sfr 15.60/Z3.60 (SFG, Game 
of adventure, Exploration/Conflict in Space)(Star Empires SFr 15 60/22.60, 
SFG, part I] of Star Probe; to be out Sep/Oct), Stellar Conquest SFr 23.-/ 


¥5.50 (SFG), Starquard SFr 10.-/¥2.40 (SFR, 2nd edition,*). 


Fight in the Skies SFr 26.-/Z6.10 (Ch;WWI Aerial Combat), Little Big Horn 
SFr 26,.-/26.10 (CG, Sioux/Custer), Ancient Conquest Sir ae erect (Cow sake 
blical time, *), Siege SFr 15.50/¥%3.60 (CG, medieval). 

Wargamer's Guide to Stalingrad SFr 13.30/23.20 (a selection of articles on 
the famous AH-game; strategies/tactics). 


Cavaliers & Roundheads SFr 7.80//1.80 (MR, Engl Civ War), Ipicolor Sfr 13.-/ 
¥2.90 (MR, Napoleonic), Panzer Warfare SFr 10.40/22.40 (MR, WWII), Tractics 
SFr 26.-/¥6.10 (MR, WWII), Don't give the Shaape wee 13.-/%2.90 (MR, Age of 
Sail), Boot Hill SFr 13.-//2.90 (MR, Wild West), Ciassic Warfare SFr 26.~/ 
Y6.10 (MR, Ancient, Pharaos/Byzantine), Air Power SFr 9.10/22 (MR, WWII, Pla- 
he to Plane}, Gladiators Sfr 11.40/72.70 (MR, Roman), Legion SFr 14.-//3.30 
(MR, Roman), Grand Army SFr 8.50/%2.-, (All these MRs: *; the following MRs: 
**:) Ironclad SFr 5.70/¥%1.35, Grosstaktik Sfr Te OUplia es 


EPT Poster SFr 7.80//1.80 (174x224", 6-colors,*)(3 other posters will follow, 
all on the Empire of the Petal Throne), Character Archaic SFr 7.80//1.80 
(playing aids for DéDd, EPT; character/encounter/etc records...), Polyhedra/ 
Multi dice SFr 8 ##//2.é0 (20-,12-,8-,6-,4-sided die), Percentile Dice SFr 5.= 
Vi.20 (A red and a -white 20-sided die), Large Hex Sheets SFr 5,20/¥1.25 (per 
33; hex grids on both sides, one with lemg grain, the other with the hex 

grain short, 36%23",**), Reduced Hex Sheets SFr 5,20/¥1.25 (per pad of 100, 
BSx11%* )Miniature Figures Price List Gey 2.60/K—=.00 (Fantasy T2guzes* scone 
by, McEwan, Miniature Figurines, Hinchcliffe, Custom-Cast, Grenadier; with 
photos ) 


Miniature. Figures, on command only (**); prices: multiply US-%-price with 

3 60 = SFr, divide SFr by 4.20 = ¥Y-price; add SFr 6 =/¥i, 20 eae pes erder 
(for miniature figurines only) - and be patient, please. 

tre Strategic Review, back-issues 1-6 Sfr 2.-/45p, back-issue 7 SFr 2.50/60p 
(as long as available); The Dragon, 6 issues, Little Wars, 6 issues, each: 
Ger 24,-/%5.50, sample: SFr 4.50/95p; Europa 6/SFr 13.-/¥3, 10/Sfr 20.-, 
12/¥5; Bumm 10/SFr 13.-/¥2$ (English or German version). JOKER a/Stx 2.20s- 


ADDITIONAL GAMES WHICH I SHALL START TO SELL THIS AUTUMN 


PRICES: The relation between the US-% price and the SFr/~=price is somewhat 
different for the games/rules mentioned on this page than the same relation 
an the other page: for games/rules on this page I have to ask a little bit 

more than the US-S$-price to cover my expenses. I suppase though that these 

prices are still rathor low and acceptable. 


STOCKS: In the beginning, I only shall have small stocks of all items. I do 
not want to take big risks yet. The more you support this “import=business", 
the botter the situetion will become, of course... Now, in those carly stages, 
T must ask you to be pationt: you may be sure that I shall do my best to de- 
liver tho ordercd items as scon as possible, but, as you might know, the 
problems involved are complicated and multifold. he not stocked yet.) 


FIRST DELIVERIES: I expect to get the first deliveeyor ee 7 es fe ane 


ed on this. page in carly September, a second one in October. 


INF Os My prices are so lew that 1 can't afford to correspond wath you or to 
inform you about eventual delays ete; if you want to get a reply/confirma+ 
tion etc, please add SFr -.80/~%-.20 (20p) or an Int Reply Coupon (IRC). 


Star Raider. Shr 16s60/73.90 <SPG)s fommalheut. 11 sre 19, g0/%4.50 (SFG); Ali- 
en Space SFr 13.50//%3.15 (SFG); Empire One SFr 15.50/4%3.60.(SFG); Starlord 
SFr 14.40/¥3.35 (SFR); Rift Troopers SFr 22-40/¥5.20 (SFG); Space Patrol 
SFa 24.40/17 39.35. (SFRIs Star Command Str 1i290/¥2.75 (SFR)>s Ipiplanctary 


She eee 


Dragon Sfr 22.40/75.20 (FG); Ringbearer SFr 9.50/%2.25 (FR); Munster Mons- 
ter Sfr ve BB/Z3.90 (FR); Tunnels & Trolls SFr 9.50/42.25, Buffalo Castle 
SFr 9.50/22n25 


Diplomacy (USVersion) Sir s3.-// 7.70 (G,%*)5 En Garde SFr 13.50/V%3.15 (8, **) 
Knights of the Table Round SFr 16.80//3.90 (R, ¥¥). = 


Narvik Sfr 24. 50/¥5.70 (CG,**), Russo-Jap War SFr 29.60/¥6.90 (C&G), Their Fi- 
nest. ‘Hour — 37.20/¥8.65 (Cb,**), Chaco SFr 19.30/44.50.(CG), SSN SFr 22.-/ 
75.15. (eG, +), Blo. Waterton sre 27. -/¥6.30 (CG), Manassas SFr ONE Y A Tee 
(CG), Canes SFr 24.50//5.70 (CG**), DNO SFr 39,90/49,30 (C&,**), Unentschie- 
den SFr a7, 20/48. 65 (€6,**) Tordau SFr 24, FO/45. 70 (26,**), Corel Sea 

SFr 22.-/45,15 


Viva SFr 14,.80/¥3.40, Btl of Chickamauga CPiveurts net Seily “Sie Lae ose see 
(CG), Imperialism SFr 24.90//45.80 (G), Nuclear Destruction (home game) — 


ORR a OS 


Sex LG.80/V 3.90 (B) 
Kasscrine Pass ae 25. 60/¥5.95- (CG) ~Bar-lev Shr 25.60/45.95 (C6), OQvertord 


SFr 26.60//6.20 (CG,**), Verdun SFr 26.60/¥6.20 (CG,**) 


Jerusalom Se 22.58//5.25 (Ca), ~Lromwekl SFr £9. 30/VaeSG CEGs**), Eablet te= 
bruk SFr 24,90/SFr 5.80 (CG,**), Knalkan-Gol SFr 19.30/¥4.50 (CG,**), Bel for 
Hue SPe 19.30/24.50 (CG;**) 

Bt) of Britain SFr 26.-/46.05; +1 an Britain Revision SFr LO.90/22.65 (**), 
Flying Tigers I] SFr 16. ~/3. 70 (Pay ** 1 s° DOA a ore 26. 80/23. Ze (GG, **),.Esqie 
Day ors £6; BG/e5.00 (le, a, ieee SFr 22.90//5.35 (CG,’ sea Bataan SFr 
14,40//7%.45 (CG), Stieme or PortivaArchur Sir be. BO0/¥3.90. { (ce, *), Friedland 

ope 22_90/ ooo (CG, **), Btl de la Moskawa SFr 39.90/¥9.30 te vee Missile 
Criese Sir 15. 30/¥4.50 (CG,**), ~th Cavalry SFr 19,30/44.50 (CG), William at 
Hastings SFr 14.40//3. a5 (CG), HeHour SFr ee ohU Gr 50 CO a Grete 41 

SFr 10-90/¥2-55 (CG,**), Edgehill SFr 10.90/¥72.5F (CG,**), Tunisia 43 
Shr 10.90/%2, 55 (CG, xe)? Atlantis SFr 10.90/¥2.55 (CG,**) oe 


Rand- and Taurus-Games:; (On command only, delivery not guaranteed, often de- 
lays (delivery problems) Raiders of the North SFr 27. -/%6.30, Bil of the At- 
lantic SFr 27.-//6,30, Undersea Warriors SFr 27.~-/46.30; Cambrai HSS 

pr 14:80//3:40, Missile Boat SFr 14.80//3.40, Napoleon's Last. Campaign 

SFr 14.80/¥3.40, Omaha Boach SFr 14.80//3.40, Rommel: War in North Africa 
SFr 14.80/¥3.40, War of the Worlds I1 (SFG) SFr 14.80//%.3A0; Saratoga I7T/, 
Lee vs Moade, ieee wolckly, sachs SFr ‘GFr 22.+/¥5.15; Vicksburg; v Manstcin, Wel- 
Tington, cach: SFr 24.10//5.60.- JP: Fall of Bateen Gre 9.90/02.00 
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Dear Friends, 


egain, you had to wait longer than you expected and than I hoped; and this 
despite the fact that I really worked hard and used a big part of my time 
for the hobby... Though € probably never will get a very regular zine, I 
nevertheless hope that in the near future it will get more frequent and so- 
mewhat more regular again. Be sure that I am trying hard to teach this aim. 


This issue oven isn't even the issue which was supposed to reach you now: 
in fact, it is only the first part of a planed issue E 14416, containing: 
some articles and reviews which - in my opinion - fit well together, but, 
of couxrss, by this not showing the usual palette of E: the full scope will 
be given again when you add the (hopefully soon coming) E 15/16 ~ a part of 
which is already typed now, 

To make up for the new delay and for the incompleteness of this issue, you 
will get 64 pages (instead of the 40 pages you paid for); I hope you will 
appreciate this, If you do, please show it a) by renewing your subscription 
(if this is necessary), b) by finding new readers/contributors for us; c) 
by sending me your articles, reviews, opinions (even if less and less I'll 
be able to reply ta your letters). 


Actually, it was letter-writing again which was responsible for a part of 
the delays.. and (very welcome, by the way) visitors (including a Mini-Con). 
Incidentally, the coming month will bring us some more guests for a couple 
of days (TorbjGrn Alm, Fred Davis and family, and, probably, Rian van Meete- 
ren) to whose visits both of us look forward with enthusiasm, There also will 
be Eurofon 3 in the Frankfurt area. I nevertheless hope ta be able to mail 
out E 15/16 (the other part of this issue) in September... Well, we'll see. 
Swiss Timing? 


Six long weeks of vacations are ending these days; we actvelly had planed 

to spend most of these weeks by travelling through Europe with our 'new! 
(second-hand) Volkswagen - but since it was impossible to publish the promi- 
sed issues of "Europa", "Bumm", and "Joker" in time, we finally decided to 
stay at home most of this time, in order to allow me to somewhat at least 
satisfy my readers... Nice, isn't it - but somewhat silly of course, too... 
And, nevertheless, I didn't manage to publish more than 60+ pages each of 

E, B, and J = maybe I should learn to type faster. 


By the way, it's two years now since the first issue of E appeared, one and 
a half since B 1 got mailed. With this issue I published 14 numbers of E 
(644 pages), 17 numbers of "“Bumm" (442 pages), 2 numbers of "Joker" (102 pa-~ 
ges), or a total of 33 numbers (1188 pages): and if you go on to contribute 
as up to now (or more...), and if those who didn't contribute up ta naw fi- 
nally start ta do so too, then we soon shall reach the 2000th page! 


A part of the money we saved by not going far the long vacations we had plan- 
ed, Lf invested in importing games = which is a rather money~consuming thing. 
My stecks will be low in the beginning (i.e. sometimes you heve to be pati- 
ent), but I plan to build them up to finally be able to guarantee (more or 
less) a fast service; in any case, I try to keep my prices as low as possib- 
le and hope that my European (British and continental) readers will support 
this import~business so that I soon can build up the stocks: this would, I! 
suppose, bs in the interest of all of us. Since I shall finally try to sell 
all (except SPI and AH) games, you must not fear that the independence of E 
might get in any manner hampered by my game-selling; it will be the other 
way round: bad reviews I read or get will influence me to buy a lower amount 
of that game or ta stock it not at all ~ and vice versa when |! see that a 
game seems to be a good one... 


Anco, of course, this selling of games should be another reason to urge me to 
publish E as often and as soon as possible ~ by abvious reasons? 


Well, that's it for now. It will take me some offer days ta print, assemble 
and mail this issue (3004+ copies are a lot + mo¥e~* 10000 pages actually); 
read it fast, to be prepared for £ 15/16! And, don't forget to contribute to 


the next issues; too! . 
Yours. sincerely, bobte de. he, 


mee 


EUROCON 3, SEP 11/12 1976 


DATE: Saturday /Sunday, September llth and 12th 1976; possibility to meet 
nee us already Friday evening (Sep Teh) Restaueent of Eschborn's Town- 
a A 
PLACE: Townhall (Stadthalle) Eschborn, near Frankfurt/Main . 
TIME: Saturday 10 am - 12 pm (ev prolonged), Sunday 10 am - 10 pm; for those 
arriving Friday already: ca 8 pmi- 12 pm. 
REGISTRATION: Write to Karlheinz Miller, Bremer Str 2-6, D-6236 Eschborn, 
ORD ore bo. me. 
FEE: Registration-fee DM/SFr 3.- (not refundable, but taken in account to- 
wards the entrance~fee, if you show up). 
PAYMENTS: Send your money to me (Walter Luc Haas), cf page 1-of this issue. 
ENTRANCE-FEE: DM/SFr 8.- (totally, for both days); the payed registration- 
fee gets deducted from this fee.- Attendants who have not enregistered. until 
August 3lst will have to pay more (probably-.ca’ DM/SFr 10.- or more). 
GAMES: Please, bring the games you. want» to-play with you. . 
CHAMPIONSHIP: There is no championship: planned; if’. somebody wants to. organi~ 
Ye a championship (Dippy, NAW, Shiloh, Chickamauga etc) eantact. us.. 
ACCOMODATION: Lots of hotels Riese er minutes drtives~(Eschborn, Bad Soden, 
Kronberg/Ts, Frankfurt-West). Singles DM 20.- to DM; a5, -, doubles .DM 50.2 +; 
please, make your ‘own arrangements. ©. - 
CHEAPEST METHOD: The cheapest method to’ tna weak be to’ take the train 
“cand. ask for a so called: "Stadte-Arrangement": roundtfip, hotel, and break- 
fast inclusive ~ and rather unexpensive: ce ee 
MEALS: We'll try to organize cheap meals (beyond DM 10.-); but can do this 
only, if you book in advance and state acceptable price (write to Karlheinz 
Muller, address above). | ae at Loge a ae 
TRADE: There might be some trade of CoSim- and. Adult .bames. 
AUCTION: An auction of second-hand items (games, zines) is possible. Condi- 
tions: no disturbance of those who want .go on playing their games; first bid 
net higher than 50% of the regular price. 
PROGRAM: No official program. Main aim of the Con is to.make new fan to 
get. to know each other, i.e. to play and talk with as many persons as possib- 
Le. a PS Saas 
-ESCHBORN: Reachable by train; point of junction of several bus-lines; street- 
car/Bus from Frankfurt/M.- Autcbahn Kassel-Karlsruhe, exit Frankfurt/M-West; 
Autobahn Frankfurt-Wiesbaden, exit Eschborn. - | 
LANGUAGE: No language problems ~ all visitors nate speak Play at least; a 
Lot of them will speak English, French, German, too. 
HOTELS: A list of some hotel addresses (quoted from a prospectus): 


Central-Hotel, Berliner Str 31-35, Eschborn (ET 45.-/DZ 69.-) 

Rasthaus Sicks, Am Rasthaus 1, Eschborn (FZ 18.~/DZ 25.-) 

Gasthaus Schmarr/Biéhmer, Hauptstrasse 43, Eschborn (prices unknown) 
Fremdenhaus Rittweger, Taunusblick 56, Eschborn (EZ 20.-/DZ 49.-) 
Fremdenhcim Wolf, Sossenheimer Str 18, Eschborn (E?. 2056/02 40,4) 

Hotel Kricger, Kranbexger Str 42, Niederhéchstadt/Eschborn (EZ 25.-/DZ 5D) 
Hichster Hof, Am Mainberg 3, Peenkfure/Me West (EZ 28/42, DZ 60/80+) 

Schéne Aussicht, Am Mainberg, Frankfurt/M-West (cf Héchster Hof) 

Hotel Radilohof, Radilostrasse 36, Frankfurt/M-West (unknown) 

Hotel SVG-Frankfurt, Kdnigsbergerstr 3, Frankfurt/M-West (unknown) 


(EZ: single, DZ: double; probably always inclusive breakfast). 


This 3rd Annual Continental European Conflict-Simulations and Diplomacy Con- 
vention is organized by IDA-CER (International meta te Association, Conti- 
nental European Region) and patronized by "Curdpat, "Summ", and “Jaker”. : 


May we hope to see a lot of our continemtal readers there? I hope that a 
lot of our American aa Canadian friends living in Europe use the chance to 
meet the natives, too! Is there somebody beyond them who could demonstrate 
a miniatures game (with some cu his eS opde - Wiest of the attendants will 


never have > Seen one up ta now: Etro Con 1/1 ) Se 716 | 


THIRD REICH CAMPAIGN GAME: THE INITIAL STAGE (Rian van Meeteren, Holland) 
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An analysis of the first Axis turn 


3R is one of the AH games that: takes the most time to learn and it is proba- 
bly their most complex game. (Although a lot of people think it's not com- 
pilex enough, this will probably be a minority.) 

As Walter has been asking a long time for set-ups for solo-players, I con- 
Sidered it worthwile to put my experience with this game on paper. No claims 
are made for a perfect set-up or anything like that, but some possible 
tricks are explained and a general outline of the playing of this game is 
given, which could guarantee the Axis initiative for the first few turns. 
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red A-NN from North to Sguth; the columns are numbered 1-66 starting in the 
southwest corner (Morocco) and running to the Northeast corner (Russia), Re- 
ference points: EE2 Marrakech, V8 Lisbon, H22 Dublin, Y22 Rome, L3l Berlin, 
D41 Helsinki, H47 Moscow, N49 Stalingrad, D61 Perm. 


Poland 


The only thing Poland can hope for is holding out as long as possible; but 
as the German can come out of Hungary and also can cross the Nazi-Soviet par- 
tition line, how can this be accomplished? 

Of course there is na sure way, but as long as the German attack on Warsaw 
is 2:1 across the river against 2-3's, there is a chance of 3% that Germany 
will’ lose that attack and at the same time the game. If the German wants to 
take this risk make sure he needs most of his units so that he's powerless 
elsewhere. As such, the defense must have the following characteristics: 

1) Warsaw. (M35) may only be directly attacked from one hex. This costs the 
German two 4-6's and 16 Air Factors (AF) + 2 AF's for the Counterair versus 
the Polish Air Force. 

2) Exploitation attacks can always be from more than one hex, but make sure 
~ they are not possible from N35 as that is across the river.- In the exploi- 
tation attack one 4-6 is needed for the breakthrough attack, so for a 2:1 
the three other 4-6's are needed as well as 14 AF's for Ground S,pport and 

Counterair. 


The suggested set up is: 


eeg:. Mid, M35, M355 Jade L395; Ma6,°NG4.- N35, ‘BSG, -234, 075.— 
AF: both at Lwow (P35). This forces the German to expend an air base from 
the start or to pass through Lwow with a ground unit. 


Italy 


Italy has some options at the start of the game: 

1) Help Germany in attacking France. 

2) To attack Malta and attrition Britain with German BRP help. 

3) To attack Yugoslavia. 

The problem with options 1) and 2) are the facts, that if Italy declares war, 
it is completely powerless to do anything else that turn, so it's only worth- 
wile to do it in the first turn if France has left a southern gap through 
which German units can pass. So usually go for the third option, but keep an 
open mind for the first one. EL 

The attack on Yugoslavia has the following benefits: a) Due to the flanking 
position vs Yugoslavia from Trieste and Albania the country can be taken by 
Italy alone im 1939, as the Yugoslavs don't have the troops to stop them. 
This will be further clarified when the Yugoslavian set-up is given; b) de- 
claration of war to a minor country plus an Offensive Option leaves BRPs to 
build some units on turn one. 

One thing the Italian player should be aware of during the whole of the game 
is the fact that his fleet is only a threat to the Allies as long as it ex- 
ists... Any sarly exchange, es pecially against the French fleets, should be 
avoided. 

Another point the Italian set-up should take into account is a possible 
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first turn Allied strike to put them out of the war from the start. Because 
the Italian player moves earlier than the French, :-this--can be. scene 
by building new units across the frontier. 

Exercising option 3) makes Northern Afriea-weakj~ but-the Allies wilt ‘be po-= 
werless there as well for some turns, so it can-be reinforced in time. ° 
Suggested deployment: ia” 


2-5: T26.- 3-3: U26, U26.- 1-3; Z27, 227, AA2T, RAT, MMO STL is 

-Aiz: Rome, Napels.- Naval: All four in Taranto (probably historically biased, 
but. they cover an-invasion hex, are more than 12 hexes from Marseilles and 
out af Air Range). 

Note.that the Air units are placed centrally in order to be switched to the 
scene where they are needed. 


‘France 


The French initial deployment is probably -the most decisive in the complete 
game. A faulty makes for a fast game, because it:might ‘imply an early fall 
of France and so an early attack on Russia when it-still is weak. 
As Germany might opt for a first turn attack on France, the French player 
should build a double defense line, so that Paris cannot taken in the farst 
turn. y 
The defense given in "The General" X/6 contest solution’is very good, but 
given tho likelyhood of a German attack versus Poland and a certain Italian 
attack against Yugoslavia it might be a bit overdone. Besides I hate ta give 
up one of the Maginot hexes from the beginning. Also the French set-up 
should force an advance through Belgium. 
‘Given ti above Italian. set up J would use the. Patou French ones 


Zaas NOAA, 024, uP 2d, SO2ds 23. 2P25,. 02a, Pea, T2),uz0S -Frié, Geshs-o2eos 120 
Air: R20 (Vichy), Q21-(Air base).- Fleets: Marseilles (all three). 

Note the unit positions in the: north: together with the units which come on- 
to the board if Belgium is invaded, this will add to a double line. 

The Air units are placed so that they cover primarily the southern approa- 
ches which are admittedly the weakest. 

'The French fleets are ‘placed in Marseilles in order to interfere with Italian 
fleet operations. If possible they should be exchanged for Italian fleets, 
so that England can dominate the Mediterranean. 


Britain 


First of all, if France is to stay in the game for some time, Britain has to 
send units there, but in my opinion they have to do-that with amphibious’ as- 
sault in order to’ create a bridgehead that they can use when retreating from 
the continent. The attack should be made om L24 or M23 respectively. 

The British Air units are best placed in the British Isles, so being out of 
Counterair range. More infantry should be build as soon as possible. 

The British fleets are stationed in Scapa Flow - not for historical reasons, 
but to prevent a sneak German invasion on the most northern island {and then 
creeping up the mainland). 

There is another British worry called Malta. As soon, as Italy joins with 
Germany it should be strongly reinforced. ai 

Any offensive action in Northern Africa is primarily a British responsabili- 
ty and should not be undertaken lightly as Britain will get BRP-troubles— 
S00n enough. Gaining only 5 BRPs for Lybia is not worth very much. Just rein- 
force Malta and Suez and wait for the turn of the French colonies. If Morac- 
co turns Free French the Axis probably has to give up Lybia anyway; if Leba- 
non turns Vichy, the Allies have to beware of nasty tricks and should con- 
quer it as soon as possible. 

If you play a Campaign Game and that is the game ‘under consideration now, an 
invasion of Norway to gain Bergen with a bridgehead should be given serious 
consideration in order to protect future Murmansk convays. As soan as the 
Germans have captured Hergen it is too late. 

So the following start set-up is given, but be sure that the British player 
has a lot to move on his first turn: 


9242 J25, L239, bel. 465: K21as 2252 WM2f se ted: be? (,. KKea, Maltae= 


E14, .. : 9 Rian van Meeteren: 3R 


5A Air: L22, L22.- 1-4 Air: LL29, LL29, Malta, Gibraltar.- Fleets: Scapa 
Flow (three), Gibraltar (two), Alexandria (one). 


Russia 


Russia is very limited in its objectives early in the game (in fact, until 
Fall 1941 when it can declare war on Germany). As Bussia is only allowed to 
attack countries to which it is adjacent, the possible objectives objecti- 
ves except for the Nazi-Soviet pact are: Finland, Rumania and Turkey. 

The first two are usually garrisoned by the German player and so are invul- 
nerable, but if the are not garrisoned, declare war and attack as scaon as 
possible} , 

The only remaining possibility is Turkey, but that's a tough nut ta crack. 
Although the BRP gains are high so is the expenditure af BRPs to capture it. 
Secondly it strips Russia of a southern buffer state to which Germany other- 
wise would have to declare war, if needed. 

On the other hend, it could enable the Russian fleet to come into the Medi- 
terranean with tremendous effect. 

Personally I think the risks outdo the profits; therefore in this set-up 
everything will be on the main front in the North. 

So what it all boils down to is preparing for the Russian spoils of the Na- 
zi-Soviet pact and then to form a line to resist the German onslaught same- 
where in 1941. 
No specific set-up is given here, as it has no bearing in the opening sta- 
ges, but you better make sure you can reach all cities you need in one turn, 
otherwise you'll have to pay for another Offensive option. 

Whenever a state of war develops on the Eastern Front there are a lot of 
special tactics which fall beyond the scope of this article. Just in short: 
as long as Russia is weak, I would suggest to put the 1-3's on the front and 
the 2-3's and 3-3's behind them. This makes a breakthrough easy but exploi- 
tation attacks nearly impossible. Beware that no units are trapped in the 
Riga pocket. 


Germany 


Well, the stage is set and Germany has to decide how to act. They have the 
initiative and should strive to keep it till the end of the game. Let's exa- 
mine the German options first: 

1) Take Poland, turn to France and after that to Russia. 

2) Take Poland, cantain France and attack Russia. 

3) Ignore Poland (more or less), attack France and turn to the East after- 
wards. 

In all three aptions Germany should capture as many minor countries as pos- 
sible in order to augment his next year's BRPs. At the same time they have 
to build up their forces. 

Strategic aption 2) is interesting, because Russia is very weak until 1942, 
but the problem is whether the Germans can contain the western Front. This 
is something that should be given a lot of individual playtesting - but gi- 
ven the involvement of units on the Eastfrent for an extended time I doubt 
if Germany can resist a determined Anglo-French attack, so the option is 
discarded for the moment. 

The third option requires 25 combat factors in the East. With 18 for the 
fleet units there are still 7 strength points to fill. Furthermore the Ger- 
man army docs not contain much punch with only four armoured units and alsa 
the free Offensive Option goes waste. A second effect could be the inability 
to ga for the minor countries. Of course, if the French have left a serious 
hole in their line that enables the German player to grab Paris on the first 
turn, he should attack France right away; but given the above set-up the 
historical sequence of events seems to offer the best possibilities and use 
af resources. 

Now, how to deal with Poland and come to grips with France as scon as possib- 
le? Poland can be dealt with in one turn as has been shown in the Polish 
section with a direct attack or breakthrough/exploitation attack. Both op- 
tions include necessarily a 2:1 vs Warsaw with a 3% chance of failure. Fail- 
ure here most certainly gives the game to the Allies. A second drawback is 
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that most of the Air Force and all the armored units have to be employed: lea- 
ving little room to attack other minor countries. 

So I have another suggestion in which Poland usually is taken in two turns 
but at less risk and already on the second turn there can be action with: 
France, ,. met 

The, idea is to attack Poland and to isolate Warsaw by armoured units! ZOCs. 
At the same time make sure Poland has less than ten strength points after 
_the German attack, so that the German units can not be attritioned away. 

Next turn you only have to deal with the Warsaw garrison, which means that 

on the Eastern Front two 4-6's, three 3-3's, 10 Air factors are needed. One 
3-3 goes to Finland as a garrison. 

The minor countries that can now be taken in one turn are Denmark and the 
Netherlands; Norway is a multiturn project, but should be attacked now becau- 
se of possible English interference. Needed forces for this are: 


~Denmark: one 3-3, one 4-6, three Air Factors. 

Norway: two 3-3's and two fleets. 

Holland: one 4=6, one 3-3, six Air Factors. 

One Aix Factor remains for defensive Air support in the West. 


"Bm Git “KG, ae, KSO K204 = G52" BAG: KO RS 032, -J3 8. a ea ea 
Ged Ave: 96, 032, K20, M27 .— Pleetes! d30- (ewe) . a 

If the Polish Air Force is placed in Lwow, one Air base should be placed an 

. 433 with two Air Factors for Counterair against the Polish units. 


Execution of the first Axis turn 


Germany has free Offensive option on the Eastern front, takes an Offensive 
option on the Western front and declares war on Denmark, Norway and the Ne-~ 
therlands. Total BRP cost 45 (i.e. 30 left for this turn). 

Italy takes an Offensive option on the Mediterranean front and declares war 
on Yugoslavia. Total BRP cost 25 (i.e. 13 left for this turn). 


See ee mete ee Ee 


Netherlands: ene 2-3 and one 1-4 Air: both in The Hague (L26)(Now you run in 
troubles: no more neutral 1-4 Air units... na problem, just remember that it 
is there.) 

Yugoslavia: 2-3: U28, V28, W28, W29, V29 (Belgrade).~- 1-4 Air: Belgrade (two) 
In my opinion, this is the only way not to have a first turn attack on Bel- 
rade. 

iNo more noutral units... ~ who said there were enough?? So make Germany mo- 

ve first and execute attacks and then execute the attack against Yugoslavia; 
or use Turkish units.) 


Attack versus Poland: 

3-3 & 4-6 from 032 to M333; attack 2-3 (M34) at 3:1 (4-6 advanec}; support: 
five Air factor; 

3-3 (K35) attacks 1-3 (L35) at 3:1 (with 3 AF support), no advance; 

2 AF countcrair the Polish Air Force (they don't take losses). 


Attack versus Norway: 
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Two 3-3's (J30) amphibious assault afainst 1-3 (D35) at 2:1; both to advance. 
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A286 °K 363 Ftom RIG TG 131; attack 1-3 (132) at 3:1°(3-3 to advance),close 
support with Air Factors; 
One AF gives counterair against the Danish Air Force. 


Attack versus the Netherlands: 
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5 AF as support; 
One AF counterairs the Dutch Air Force. 
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2-5 and both 3-3's attack the 2-3 (V28) at 3:1 (4 factors Air support); the 
2-5 and one 3-3 ta advance; 

The four 1-3's attack the 2-3 (W29) at 2:1 (with 4 factors Air support); the 
1+3's (X29) to advance; 

two AF give counterair against the Yugoslavian Air Fores. 

None of tho counterairs takes losses. 
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The units to be build are in fact governed by the losses of the preceding 
attacks. Few losses enables the German player to buy Airbornes and Armor. 
Infantry must be bought to guard the West Front and at least one replacement 
unit should be build against a succesfull Polish attrition. 

The remaining force in Poland should be strong enough to take the Warsaw 
garrison in the second turn. 

Italy. should build one 2-5 and as much infantry as possible. They are pla- 
ced on the Franco~Italian border and the possible invasion beaches, 


Strategic Rodeployments: 

Depanding on the result of the invasion of Norway, one fleet could be sent 
to the Eastern Front. Everything that can leave Poland without falling below 
a 2:1 against Warsaw should be sent to the West (and, af course, 25 factors 
have to stay in the East). One Replacement unit should be sent tp Rumania as 
@ garrison. ; 


Conclusion 


At tha end of the Axis turn, Germany is well on the way. Warsaw can be at- 
tacked at 2:1 next turn. Of course there will still be a 3% chance of failu- 
re, but that will not be as devastating as on the first turn, because only 
16 factors will be involved. 

In the West something funny can happen. Usually the Allies have the initia- 
tive and so move first in winter 1939, After the Year Start Sequence of 1940 
the Axis cortainly will have the mast BRPs and can move first. This means 
two moves in a row, in which Luxemburg, Belgium and the first French line 
can be taken in winter 1939, and the Germans might be able to capture Paris 
by exploitation in spring 1940! If the French Air units are counteraired 
there can be no support by Allied planes on the counterattack against Paris. 


The Allies are pressed hard: Poland is powerless as is Russia of course; Yu- 
goslavia has to make the best defense possible, probably by attrition, but 
Belgrade can be attacked the following turn. 

“Britain has to do everything at the game time: reinforee France, reinforce 
Malta, invade Norway, and is generally pressed for units. 

France can attack across the Rhine, but will have troubles in massing enough 
power. 


Well, from here the game is yours. Germany is on its way and you might stop 
them. Success! 
Any camments are welcomed. 


OPS & INFO: THIRD REICH 


Bibliography: Cf E 10/11,39-45, and bibliography: E 10/11,42.- General X11/3, 
Without America, 4 3R Variants (Newton), X11/3,29 (tactical remarks, criti- 
cism against ‘experts'; reader's letter) (Hilton); XII/4,10 PBM ~ the hard 
way: p ll: PBM Third Reich (Miller), XI1/4,16d Contest (defense of Poland); 
XII/5 Strategic Alternatives (Saha), XII/5,17 Playing Aid: Turn Sequence 
(Saha), XI1/5,35 Contest solution (Poland' s defense).- moves 24,26 review 
(Berg); 26,18 (Ono of the ‘ten best! games 1975) (Berg), 26,29 (part of the 
‘basic wargame library')(Berg), 26,22 3R: Designer Intentions ~ Developmen- 
tal Interventions (Prados).- Paroxysm 25,6 (strategical idcas otc; readers 
letter) (Saha).- Dynasty 1,3 Fame Review (Gruen). -~ Battleground (discussion 
of a variant idea; comparisons with Nicky Palmer's Dippy-variant "Great Pa~ 
triotic War") (Vasey/Palmer).- Empire 28,1 "WWII" and "3R" (Drakert).- 


2nd Edition Rules: More than three dozen changes/clarifications;questions/ 


answers appondix. Available by AH now {4517 Harford Rd, Baltimore, Md 21214) 
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RE: THIRD REICH 


Robert Correll (Can): "I have some comments on Mark Saha's article "Anglo- 
French Non=cooperation in Third Reich" (£ 10/11,43). I, like many of the 


could not attack in concert. This made the fall of Paris a cortainty during 
1940, and made its retaking by the French impossible. Just as it happens, 

T received E the friday before the scheduled game with Harry Drews, Gerald 
Drews and Tan Schofield. We have followed the rules clarifications in "The 
General" and have been incorporating these into our games. Playing these 
‘new! rules naw (the Anglo-French-non-cooperation as presented in — by Sa- 
ha and Greenwood) Paris fell as usual in the Spring of 1940. However, due 
to a large BEF, the French managed to retake Paris on a 2:1 attack gaining 
a Deelim result. However France did fall in the fall 1940 turn, due only to 
a mistake in the French defense, failing to put an armoured unit to protect 
the southern flank. However, even on this counterattack, with much of the 
German cirforce still available, the Anglo-French could still gain a ls:l. 
They lost an exchange, which would have been a tacid victory but for the 
fact that they matched the German strength exactly equally 22 factors to 
22. Thus, Germany still held France during the fall of 1940. 

I would be interested to hear some camments of other players on games they 
nave had using Mr Saha's corrected rules. It was our consensus that the ru- 
ling adversely affected the play balance of the game, and would make it ve- 
vy difficult, perhaps impossible, for a German player to ever knock two or 
more of the Allied powers out of the war, unless of course that the Allied 
players did not have the same competence as the Axis player, or had an ex- 
tremely foul run of luck. 

Gur experience at playing 3R with four players has also lead us to devise 
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the Allies, we divide the workload so that one player handles both England 
and America, the other Russia and France. This keeps both allied players 
active in the game during all stages. In addition, there is the added rea- 
lism of English and French units controlled by different players. Contrary 
to the recommendations in the rulebook, I feel that 3R is best played with 
four players, amd in this fashion all players consistently take an active 
part in the game. 

One question that a friend of mine recently raised on the game, is whether 
the French player may open the overland BRP trensfer route into Russia,via 
Persia. Although France could not transfer any BRPs it would still be an 
added bonus for later years to the Allies and would burn up French BRPs to 
help insure that Germany doesn't go last in winter 1939 and First in spring 
1940 ~ thus getting two turns together. Is this a valid and acceptable stra- 
tegy?" 


Mark Saha: "The Anglo-French Non-Cooperation rule certainly make it a tough 


wild things (in my opinion) - but we find the German can usually take and 
hold Paris by fall or winter 1940. 

If the BEF is too strong in France, the Axis player is likely overlooking 
some juicy opportunities elsewhere. A parachute drop om London, to mention 
oanly one. And then there is the Mediterranien. But, in my opinion, the game 
is vich cnough for a group of players to incorporate their own house rules 


On the question of whether France could pay BRPs to open a Persian Land-Lea- 
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se route to Russia, the answer is yes PROVIDED France is still in the game 
By the time it is legal to do so. We have played that Allies may not lend 
BRPs to Russia until Russia is at war with Germany; and so a Persian route 


may not be opened until that time either." 


wilh: The 2nd Edition 3R rules say in 6.3: The first part (two sentences) 

until "not to Britain” is the same, except it's now "French territory" in- 
stead of “Metropolitan France". Between the first and second alinea (which 
remained unchanged) the new rules say: "French fleets forced out of France 


may base in French colonies but must return to Vichy France when it is es- 
tablished. If necessary, French fleets may pass Gibraltar before or after 
the fall of France in order to reach a Vichy port." And the questions/ans-~ 
wers appendix says, that this rule (6.3) prevents “the British and French 
fram combining naval and air attacks and using British armor in exploita- 
tion after Fronch breakthrough" and also prevents "British ships from car- 
vying Fronch troops and vice versa" 


Peter Berlin (UK): "3R is popular at our school wargames club. It was felt 
that Tony Jones was wrong in suggesting that Russia. should ignore Turkey. 
If Russia uses both an amphibious attack and a land attack in the east the 
Turkish defences will be too stretched to cope for even two gos. Obviously 
if Russia were already at war with Germany such an attack would be sheer 
lunacy. But if such an attack is made early (while the Balkan states are 
still noutral) there will be more than enough time to recuperate any losses 
suStained. It gives the Russians an outlet for her fleet atherwise virtual- 
ly useless, it provides extra BRPs, it provides a threat to the Axis' sou- 
thern flank, it gives the Russian player more clout when dealing with his 
erstwhile allies in the Middle East and finally if the optional rules are 
being played then there is always the possibility that Turkey may turn out 
to be an Axis minor neutral anyway. 

ful idea was thought to be an English amphibious assault on Por- 


Another usef 
tugal, this can be accomplished with the minimum of troops as it has no ar- 
my. And thence the allies can attack or defend Spain and also threaten the 
south of France, as well as provideing BRPs. 

One minor complaint is that the northernmost extremity of Norway is missing, 
although this is not very important, I am sure the German and Russian play- 
ex often wish they could move from Finland to Norway and vice-versa - I 

know there has been much discussion on this point at sehool." 


wih: For all people interested in strategies and tactics of 3R I would ad- 
vise to get a copy of “The General" XII/4, at least; interesting ideas from 
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Mark Saha also in the 'Dippy-zine "Paroxysm" 25 in which you often find 
really good articles and reviews concerning CoSim-games: subs are 8/82, 
air 6/22; Doug Ronson, 864 Ingersoll Court, Mississauga, Ontario L5J 25l, 


Canada. 


A STALINGRAD SET-UP (Ian L Straus, BRD/USA) 


For a few months I have dealt with a Russian "Stalingrad" (AH) set-up which 
was new to me. It involves a defense one hex farther forward than usual, 
which both gains an extra turn of delay and seems to make counterattack ea- 
sier. I have played egainst it as German and am now using it as Russian in 
a PRM game. 

I enclose the set-up in question, my present opponent's first move, and my 
counterettack. Some of your readers may want to take it from there in soli- 
taire play. If you publish this, I will send my own first turn as German, 
which exposes a weak point on the southern flank which my opponent did not 
identify. ((I'd like ta publish this next issue, if I get it. wlh.)) 

The Stalinggad board comes without grid coordiantes, but Avalon Hill publi- 
shed coordinates for play by mail: 

The letters run from north to south along the east and west edges {row A is 
the farthest north). The numbered grids start at the southwest corner and 
go east. Each number's hexes run to the northwest. The extreme southwest 
hex is XX-0. Warsaw is 7-13, Kiev is EE-21, Leningrad is K-31, and Moscow 
is 5-34. ((wlh. Special note for Europeans: after K follows J, then 1; this 
is valuable for ALL grid-coordinates I know.)) 


Russian Sot-up 


2/4—6-4 NNLB B/S-7-4 BBIS 12/5-7-4 BB1S 16/4-6-4 NN15 28/7-X-4 518 
3/T-X-4 AALS 9/5-7-4 CC14 13/5-7-4 CC14 17/4-6-4 NN15 29/5-7-4 518 
A/5_7-4 NNI4 10/5-7-4 CC14 14/5-7-4 D36 22/4—6-4 Ju14 35/5-7-4 KKid4 
4 4 7-4 
4 4A 


5/5-~7~4 NNI14 11/4=6-4 AA1S 24/4-6- R18 27/4-6-4 JS31 36/5-7-4 BBI5 
37/5-7-4 NNIZ 42/4-6- Zi6 64/5-7- 331 65/4-6-4 Z16 
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Cavalry Armor 
2/4-6-6 D36 1/4-6-6 B36 4/4-6-6 F35 15/2-3-6 X15 
4/6-9+6 EE12 2/2=-3-6 AA23 6/4—6-6 F35 
— 6/5-7-6 Jal 3/4+6~6 B36 7/2-3-6 18 
German Turn 1 
lated 35 9/4-4-4 UlLT 23/4-4-4 Y15 35/4=4-4 Y14 54/4-4—4 NN12 
2/5-5-4 EELO 11/3-3-4 EELO 26/5-5-4 CC12 38/4-4-4 T1i6 55/4-4-4 NN12 
Asta GAR. AQ/Aedead U7? Ba/se5H4 (C12. 43/4s4=4 BRIS. 2R/5=5=4 OOL2 
G/4—-4—~4 T1i6 13/4-4-4 UL 29/4~4-4 W15 48/4-4-4 AAL3 2R/5~-5-4 O0O12 
T/4e4ud YUH 17/4=424 Y14 30/39=-3<4 LLIS 49/4-4-4 214 3R/5-5-4 MM13 
8/4-4-4 Y15 20/4-4-4 Y14 394/4-4-4 X14 52/4-4-4 Y17 4R/5-5-4 MM13 
Rumanians Finns Mech Inf Armor aoe NE 
RC/2-2-6 PP12 F1/2-2-4 F33 3/4-4~-6 NNL2. 14/8-8-6 KK13 56/7-7-6 V16 
R1/2-2-4 PP12 F2/2~2~-4 B34 5/4-4~6 GG10 24/6-6-6 W16 57/8-8-6 V16 
R2/2—2—4 PP13 FA/3-3-4 E34 10/3-3-6 U16 39/7~7-6 V16 6R/6-6-6 VT 
R3/2-2-4 PP13 F6/2-2-4 J26 43/4-4-6 GGID 41/8-8-6 KK13 : 
R4/2-2-4 MMi2 F7/2-2-4 D34 53/4-4-6 W16 44/6-6-6 VI17 
R5/2-2-4 MM12 FO/3-3-4 C34 46/6~6-G W16 
11/2~2-4 MML2 47/8-8-6 KK13 
Attacks 
1) 9:1 vs 7/2-386 (U18) = D Elim 
2) 1621. we. 25/ 2-36 (X15). = DP flan 
3) 281 Gorman: 41/8-8-6, 47/8-8-6, 14/8-8-6 vs Russian 22/4-6-4 (JJ14) = 
Exchange! The hex was occupied. 14/8-8-6 destroyed. 
4) 125 German 30/3-3-4 (LL13) vs Russian 35/5-7-4 (KKi4) = A Back 2 = NN11 
5) 6:1 vs 2/4—6-4 (NNL3) = D Elim 
Russian furn 1 
pubogery | ee sani 
a7 7=s24 AALS) £3/ 5a 74) EELS. 35/5—/—4 5413 2/lnGee a2 1/4-6-6 B36 
4/5-7-4 NN14 14/5-7-4 E35 36/5-7-4 KK14 4/6-9-6 JJ14 af da5eG SLT 
S/gupel Vibe Le67dogat  widia 37/5574 KKI4 Gfiet-6 a2 a/f/de6—-6 Fad 
8/5-7-4 NN14 17/4-6-4 NNI5 42/4-6-4 T20 4/4-6-6 E35 
9/5-7-4 JJi3  24/4-6-4 R16 64/5-7-4 J31 6/4-6+6 F34 
Loy sored KKTA 2 /ha604 G34 65/4-6-4 EE13 
Vif/degnd Ula 2O/T=tea SE 
19/574 UWUL4 29/5-7=4 T20 
Attacks 
1) 3:1 vs German 4/4-4-4 (G33) = Exchange = G 4/4-4-4 and R 27/4-6-4 elim 
2) 4:1 vs Finnish 1/242-4 (F393) =D Baek 2 = D34 
3) 3:1 vs Finnish 4/3-3-4 (E34) = Exchange = R 4/4-6-6 destroyed 
4) 1:2 vs German 47/8-8-6 = A Back 2 
5) 45:1 vs German 41/8-B-6 = D Elim! 


This makes two German 8-8-6 units destroyed. 
WARGAMER'S GUIDE TO STALINGRAD 


Finally, the re-edition of Donald Greenwood's "Wargamer's Guide to Stalin- 
grad" appeared; it is an unchanged reprint of the first, 1972, edition and 
contains tho (up to then) “best articles about AH's most respected classic 
ever printed": Zocchi, Win with Either Side; Phillies, The Picces of St; 

AH staff, St Replayed; Giberson, Russian Analysis; Charbonncau, German Ana- 
lysis; Phillics, Variants 4 Redesigns; Zuber, Stalingrad Over Simplified; 
Knabe, Gorman Chances in St; Phillies, St in Detail; Shagrin, An Amazing St 
Tactic; Tinsley, St Tournament Style; Rule Clarifications; Weather Table... 
65 pages.- 

see from Don Lowry, POB 896, Fallbrook, CA 92028, USA ($5); Europeans 
and British can get it from me: SFr 13.30/43.20, incl postage. (My stocks 
should allow immediate delivery of this item for the next months at least.) 
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MORE COMMENTS ON BARBAROSSA (Gunnar Redmalm, Sverige) 


First, I want to thank Ralph Vickers for his very interesting article on 
SPI's Berbarossa in — 12/13. I really was glad to read something of value 
about this game again. As for myself, Barbarossa was ane of the first CoSim- 
games I played, and I still regard it as one of my topmost favourites. I 
have worked through the Campaign Game several times, and I haven't been bo- 
red ance. -_ ; 

Some months ago I wrote an article for the Swedish zine CCS-News (CoSim : 
Sweden News) which I began in almost the same words as Ralph - i.e. Barba- 
rossa is a patential classic and should not be forgotten. 

1 feel that the risk in SPI's policy to spurt out new games like confettis 
isn't really that the games wouldn't get enough development; this may be 
true with some of their preducts - but it also applies to the games of most 
other companies ~ and games like Battle for Germany, WWI and Blue & Grey ha- 
e recently shown that SPI can make very well-developped and finished pro- 
ucts nevertheless. 
In my opinion, the problem is that SPI encourages their customers to inte- 
rest them mainly in new games, forgetting the old ones ~ no matter how good 
these are. CoSim~games are becoming similar to newspapers: you read it once 
or twice, and then there i8 a@ new one waiting... 

To be honest, Barbardssa is by no means a perfect game, and by now, it may 
be a little outdated in some respects. I certainly have played several ga- 
mes which have been more realistic. But I have never played a game that com- 
bines such extreme playability with such a level of historical accuracy. 
Additionally, it is fun and challenging. It is still a good choice for play- 
exs which want to get into the main problems of the East Front without ha- 
ving to bury themselves in a monastery for three weeks together with War in 
the East. 

Since Ralph's erticle was very thorough, I will cancentrate on some impor- 
tant details in the game-system: 


o< 


Rules 


1) Note that while LAKES are frozen in winter, SEAS most certainly are not. 
This remark may seem superfluous, but I have heard of a player who got an 
entire army group drowned in the Baltic Sea, failing to understand this. 


2) As far as I know the only significant omission in the rules is where the 
Moscow reinforcements enter the game if the city is captured by the Germans. 
Unfortunately, the interpretation of this rule can have a tremendous effect 
on thecgame. If those reinforcements are lost, there is virtually nothing 
left to stop the Germans; if they still may arrive, the capture of Mascow 
has almost no effect at all. I can think of three possible solutions? ec. 

a) Moscow reinforcements due to arrive while the Germans control Moscow are 
permanently lost. 

b) The reinforcements are placed on the East edge of the map in their turn 
of arrival. 

¢) The reinforcements are delayed one game-turn and then placed on the East 
edge of the map (cf the Smolensk-reinforcement-rule). 

Personally, I prefer solution a), which, however, may turn the game too much 
into a race for Moscow; Ralph seems to prefer solution b): this is largely 

a matter of personal opinion. As a matter of fact, Moscow WAS important to 
the Russian reinforcement capability, communications and morale, but exactly 
HOW important we shall never know, since the Russians never lost the city. 
Players may determine which solution they will use before the game, or they 
may roll a die, or the Russian player may draw chits and keep the result se- 
cret until Mosew changes hands (if ever): this will keep the German player 
somewhat unsure of the Russian reinforcement capability (historically, Hit- 
ler wasn't exactly unsure, but he obviously was wrong). 


3) Suggestion: Smolensk and Moscow have to be in supply to receive reinfor- 
cements. 


4) Although not stated in the rules, I suggest that Russian reinforcements 
may not enter empty Axis controlled hexes (i.e. mot accupied by a Russian 
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unit). Note, that this makes it possible for the Germans to 'garrison' 
parts of the eastern mapedge with units and ZOCs (Zane of Control), simula- 
ting an ‘East Wall' or further fighting in Siberia. (I think that such huge 
territorial gains should have some sort of influence on Russian reinforce- 
mants.) Axis reinforcements/replacements may normally always enter the map 
in Russian ZOCs; however, they may not enter in hexes from which Russian 
units have exited the map, unless these hexes have been retaken by on-map 
Axis forces (cf Campaign Game, Victory Conditions). 


5) Finakly, it is very important to remember three significant rules, in 
which Barbarossa differs from many other similar games: 

a) Both, infantry and mechanized units, may move in both movement phases. 
b) Supply for the purpose of movement is determined at the instant of move- 
ment, NOT at the beginning of the movement phase (Supply, Case B). 

c) A unit which is in supply may ALWAYS move at least one hex, even if go- 
ing directly from one enemy ZOC to another (Movement, Case N). Therefore: 

A Russian 2-4-2 might start its first movement phase out of supply, isola- 
ted behind Axis ZOCs; another 2-4-2 now enters the Axis ZOC adjacent to the 
isolated unit, thereby creating a supply path. The isolated 2-4-2 is now in 
supply and may immediately move one hex, ending the first movement phase on 
top of the rescuing unit. In the second movement phase of the same Russian 
player-turn, both units may move on to a safer position. 


Vactory Conditions 


While the Campaign Game undoubtedly is the most challenging scenario in 8, 
I stall think that the victory conditions (VC) are somewhat unbalanced in 
favour of the Russians (as was the war). The German player can win, but if 
he hasn't crushed the Russian army by early 1942, the best he can hope for 
usually is a draw. (That is, if he is faced with a reasonably competent 
Russian player, and if he isn't, he would probably already have won anyway. 
Since winning - or at least a chance to win - is rather important to many 
players, thoy may find. it frustrating to spend 30+ game-turns fighting for 
a draw. Therefore, I recommend players to add something like the following 
suggestions to the Campaign Game's VCs: 


1) The German player wins a substantive victory if he controls more city- 
points than the Russian at the end of the game. The cities in question must 
be in supply, tracing a supply path to the West edge of the map (except 
Helsinki). Cities which do not not fulfill this condition count towards the 
Russian city points total, regardless of occupation. Additionally, no sup- 
plied Russian unit may occupy any hex outside the pre-war Russian territory 
(as defined by the Barbarossa scenario start line), and no Russian unit may 
have exited the Western mapedge (supplied or not). 

2) The German player wins a marginal victory, if the following conditions 
exist at the end of the game: a) No Russian unit (supplied or not) has exi- 
ted the Western mapedge; b) there is still at least one German unit in sup- 
ply in Russia. This unit must be able to trace a supply path to the West 
edge of the map. (This sort of ‘victory’ wouldn't have won the war, but it 
might have given the Western Allies more -influence in Central Europe, per- 
haps allowing Germany to come out of the war in one piece.)((Help - imagine 
the amount of gold-medals they would have won then in the Olympics...wlh.)) 
Other suggestions for modified VCs have been made by Gary Stagliano in "mo~ 
ves" 16,24 (Aug/Sep 74). 


A few Tactical Notes: The Russian Player 


1) Create a continuous front as soon as you can (or you may not have any 
front at all in your next turn). 

2) Whenever you can afford it, consider the possibility to leave a well-de- 
fended pocket with a supply unit behind the advancing German line. This 
will keep the Germans busy for a while. The Leningrad area is excellent for 
this sort of ‘dirty trick'. Remember, that you can afford any losses in the 
long run - time is all you need. . 

3) When conducting a major offensive, try to make as many STRONG attacks as 
possible against weak German units. Merely pushing the German line back is 
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often meaningless: never miss a chance to kill a German unit. A good stra- 
tegy is to attack on a broad front every other turn and to accumulate Supp 
ly an the intervening turns. Expending two supply units should enable you 
to make six or seven attacks at maximum strength in one combat phase. Soo- 
mer or later, German losses will become unbearable, and the front will dis- 
integrate. 


the German Player 


1) Never expend supply units when you don't have to (except when all supply 
units are in play; note, that you may never receive more supply units than 
are provided in the counter-mix, as substitutions are not permitted). 

2) Never break down your armies into corps unless you can gain an immediate 
advantage by doing so, or unless the general situation really demands it. 
Note, that breaking down units decreases your total strength. 
3) Forget that you have ever played "Stalingrad". There is a WINTER in this 
Russia: 


Both Players 


Be extremely careful about your initial deployment. The first few turns are 
always important and often decisive! 


PANZERARMNEE AFRIKA - SHORT GAME (Gary J Stagliano, USA) 


The Situation in North Africa in Jan 1942 was very similar to that which 
had existed April 1941. That is, the Axis army was apparently defeated and 
the allicd forces were scattered throughout the entire area. It is possible 
to simulate the campaign that followed with a short version of SPI's game. 


The game starts on turn 10, There are no rule changes. Play proceeds as in 
the rogular game. The rules in effect for turn 1 (Apr 41) in the regular ga- 
me apply for the first turn in the shortened game (Jan 42). 


Axis [Initial Positions 


At the El Aghclia Base Area: 


ce ee ee me ee er Some em ae GSE Ae Se Sod ge Spe pe ce es fee tee ee tt ee 


19th Inf Rgt (1-40) 104th Inf Rot (4-60) 132nd Arm Rot (3-40) 1 Truck 
27th Inf Rgt (1-40) 115th Inf Rgt (4-60) 133rd Arm Rot (3-40) 1 Supply 
39th Inf Rgt (1-40) 155th Inf Rgt (4-60) 8th Bers (2-40) 

15th Inf Rgt (1-40) 200th Inf Rgt (4-60) 7th Bers (2-40) 

15th Arm Bat (3-60) 2/5 Arm Bat (3-60) 2/8 Arm Bat (3-60) 

in_the Cadre Box: 

BOth Inf Rgt (1-40) 28th Inf Rgt (1-40) 65th Arm Inf (2-40) 

86th Inf Rgt (1-40) 40th Inf Rgt (1-40) 346th Inf (4-60) 

61st Inf Rgt (1-40). 16th Inf Rgt (1-40) 1/8 Arm Inf (3-60) = Bat 
62nd Inf Rgt (1-40) Oth Bers (2-40) 3rd Reece (2-60) 

20th Inf Rgt (1-40) 66th Arm Inf (2-40) 33rd Reece (2-60) 
Replacemont Points: German: 4 Arm, 1 Inf Italian: 1 Arm,2 Inf 
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Allied Initial Positions 


5 IND (2-50) 2110 L AT (3-50) 1725 6 NZ (2-50) 1341 Supply: 
7 IND (2-50) 1906 7 ARM (3-50) 1725 1 FF (2-50) Tobr Tobruk 
200 G (2-50) o8os 1 ©A (2-50) 1634 11 IND (2-50) Tobr 1440 

2 ARM (3-50) 1309 2 LA (2-50) 1634 4 ARM (3-50) 1535 1007 

4 SA (2-50) Bard 5 SA (2-50) 1634 26 AUS (2-56) Alex 1906 

3 SA (2-50) Bard 4 NZ (2-50) 1341 18 AUS (2-50) Alex 1917 

3 ARM (3-50) 1725 5 NZ (2-50) 1341 

Cadre: 10 (2-50)'s, 1 (3-50) Armored; Replacement Points: none. 


ace eee rw eh me lt ne eee mk ny et ee ne Ma te le 


((wlh. Gary submitted this Short Game for publication in E; especially in 
view of Ralph Vickers! PAA-article in E 6-8 I suppose that this veriant may 
interest our readers.- It was. printed before in MGR (Midwest Gaming Review) 
12,9 (Feb 75).-)) 
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RE: PANZERARMEE AFRIKA . (Hartley Patterson, UK) 
({Cf E 6-8,31-40: Ralph Vickers, Zeroing in on Panzerarmee Afrika (SPI).)) 


‘T agree with Ralph Vickers that the Mechili opening is the best for the Al- 
lies, if they can raise the troops, also that the Axis cannot in the long 
run afford ta bypass Tobruk. However, I have a master plani 


Ii Dutene catches the bus! 
On Turn 2, keep the 2-60 at base. On Turn 3, ground it along with all th 


reinforcements for that turn, 10 points. This gives a second truck from 
Turn 4, 


@ 


On Turn 1 if the 2111 supply unit is captured make a maximum supply attack 
on the Allied units blocking the road. This is with the Italian armour; the 
German.armour is sitting next to Mechili thinking about a desert dash next 
turn. The trucked supply unit is behind the Italians unless 1406 wasn't cap- 
tured when it must be on 2110. The truck itself is rushing back to base. 


Turn 2: the Allies must retreat. Probably they will fall back to the Egyp- 
tian border, leaving a strong garrison in Tobruk. Tobruk is besieged with 
units on 1923/1725 behind escarpments, enough to prevent elimination by a 
sartie. The rest of the army sits opposite the Allies with a screen of Ita- 
lian 1-40's in front. 


Turn 3: a maximum attack on Tobruk is only possible if the Allies failed to 
get a 3-50 in. Never mind. . 


Turn 4: the first assault on Tobruk. At end, pull a rules faiddles ground 
the Italian reinforcements and bring in the two 2-60's previsusly grounded. 
Your opponent may grumble and insist you have a truck present as well? 


The game then becomes a steamroller advance on Alexandria; with two trucks 

the Axis can always smash any opposition on the road with supplied attacks. 
The only hope for the Allies is an immediate retreat to El Alamein in hope 

the Axis will follow them up and get caught on Turn 6 by a counterattack on 
a narrow front. 


OPERATION 'TYPHOON' (Gary J Stagliamo, USA) 


Operation "Typhoon": the German march on Leningrad and Moscow. Outmaneuver- 
ed, overrun and almost destroyed the Soviet Army seemed to have little chan- 
ce of victory over the German War Machine in the Fall of 1941. The Russians, 
bottled up in Leningrad, retreating on all fronts, deployed the best of 
their remaining forces at the doorway of Moscow. The Germans were determined 
to smash through these relatively weak forces and end the war once and for 
all. Though the Russian Army was nearly destroyed, reinforcements from the 
east gave new life to the desparate Red Army. Together with lengthening ber- 
man supply lines and the onset of winter these events proved enough to not 
only stop the German march but to send it back. 

This game Scenario of GDW's “Drang nach Osten" (DNO) recreates the tension 
and drama of the situation at a scope that is more manageable that of the 
entire DNO simulation. 
This scenario is not yet entirely playtested; comments appreciated. 


Area of Play 


Use Europa maps 1 & 2. The partial hexes on the South edge are out of play. 
The Start lime may be constructed as follows: from hex D19, Map 2, draw the 
start line duc west on row D. The Finnish units must be deployed on or North 
of this line. The Start line continues beginning with hex G29, Map 2, then 
ta P38, Map 2, to U38, Map 2, to DD15, Map i, to NN47, Map 2, ending at WW56 
Map 2. The Leningrad Pocket consists of Leningrad, with the few hexes toa the 
North of the City and the Kronstadt hex. 

The Russians sct up first east of and excluding the Start line except for 
some designated units. The Germans set up second west of and including the 
Start. line outside of the Leningrad Pocket. 
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Game Length 


The Game starts oan 
for a total of ten 


ee oo od 


Oct I 41 and ends after the Feb II 42 turn, completed 
turns. 


Victory conditions 
At the end af the Feb Il 42 Game-Turn the Axis player receives 1 Victory 
Point (VP) for each Partial city hex he controls. He also receives 5 VPs for 


each full city hex under his control. This gives a total of 46 possible VPs. 
The Victory Chart is then consulted. 


Victory Chart 


German Victory raw Russian Victory 
Decisive 39 or more Marginal 17-19 
Tactical 31-38 Draw 20-26 Tactical 12-16 
Marginal 27-30 Decisive 11 or less 
Soviet Initial Order of Battle 
10 2-6 Infantry X 4 3-2-4 Artillery III 1 9-6-8 Armor XXX 
30 3-6 Infantry X 3. 1-2-6 Antitank III 3. 3+2-B Armor X 

30 4-6 Infantry XxX 7 0-6 Army HQ 3 1-8 NKVD IIT 

6 5-6 Infantry XX 20 Supply 6 2-5 Airborne X 

3 9-8 Cavalry XX 13 2-1-8 Armor X 6 Farts 

3 2-6 Engineer Il 1D 3-8 Motonized X 3 Airfields 

3. Mig L 2 Yak 4 5 [-16 

3) Yak 1 1 Pe 8 3 SB2 

3. La 3 2 Li 2 3. SB-2B 

3 Tl 2 4 T#15B 2 DB-~3 

3 Pe 2 2 1-153 


The following units MUST be placed as indicated. All others must be placed « 


east af the main line (not in the Leningrad pocket). 
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3. 4-6 Infantry XX These units are on the second turn of isalation 
G6 3-6 Infantry xX at the start of the game. 
2 2-1-8 Armor X During Freeze or Snow a supply line may be traced 
3 Supply over Lake Lagoda. 

Hex G3, Map 1 (Kronstadt) In Tule In Moskva 

3. 4~6 Infantry XX 3 26 Infantry X 3 4-6 Infantry XX 

6 Supply 1 Fort 1 9-6-8 Armor XX 

2 BB 6 2-5 Airborne X 

2 CA 

L CL 

Other Forts 

Map 2, hexes MM41, I1a7, FF36, FF37, CC34. 


Soviet Reinforcements and Replacements 


The reinforcements and replecements are the same as in the standard game, 
except that 1) the Soviet Player receives 3 Supply Factors each MONTH in ANY 
city and 2) units designated "Any Major City" do not arrive. 

Soviet air reinforcements are as indicated, except that 1) Lend Lease and 

2) units due to arrive on Dee I 41, do not arrive. 
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FUROPA is YOUR zine and needs YOUR cooperation and support: please send me 
info, opinions, articles, reviews on new and ald zines and games (CoSim, SF, 


ms about hobby and other pros 
first thoughts on brand-new 


F, and adult games), take part in our discussi 
blems; very. appreciated also are pre-views and 
games.~ E's main aim is not to be regular (though more regular than recent- 
ly at least), but to be as complete, as informative, and as independent as 
possible. And as good as YOU (all of you!) make it.- If you paid/renewed 

your sub, it's nice, but feel urged too to contribute: we need your opinion} 
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German units may be deployed west of the Start Line (inclusive), but not in 
the Russian controlled Leningrad Pocket. 


Ground Units 
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13. 7-6 Infamtry..XX 
60. 6-6 Infantry XX 
2 6-8 Jaeger XX 
1 6-8 Cavalry XX 
5 3-6 Jecurity XX 
2 1-10 Engineer II 
12 1-8 Engineer Il 
20 O-1-6 Engineer IIl 

Air Units 

3 (3) Ju 87B 
3) coe aU Be 

4 (4) Me L10C 
6 (a) Me LOGE 
4 (6) Me LDOF 
3 (4) He 1J11H 
6 (6) Ju BBA 

Finnash Units 
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Infantry XX 
Infantry XX 
Infantry XX 
Artillery III 
Flak II 
Antitank II 


Axis Order of Appearence 


Reinforcements 

Det T.-4h 

1 -f-6 Infantry Xx 
i dee Oe” Prakesl yr 

Nov I Al 


1 2-1-10 Assault Gun II 


ab 1-10 Antitank II 
Dec I 41 
Ih 1-10 Flak If 


Jan I 42 

2 7-6 Infantry XX 

ne 2-14-10 Assault Gun II 
Withdraw one Cavalry XX 
Grossdeutschland exchange 


i fal Antatenk — 
Feb I 42 

ou 6-8 Jaeger XX 

1 7-6 Infantry XX 
2 6~6 Infantry XX 
Ht 1-10 Flak I1 
Note 


The German Player receives 
({wlh. DNO: $14.75 from GDW; Europe/UK: SFr 39.90/49.30 (on command only) ) 


2 4-2-6 Artillery III 8 1-10 Flak II 
‘1 5-3-6 Artillery III 8 1-10 Antitank II 
7 4+2+8 Artillery III 2 2-1-10 Flammpanzer II 
3° SeJe8 Avtiilery Til] Ios bes Infantry: 
3. 2-3-6 Artillery III 8 2-1-10 Assault Gun II 
3 3-0-0 Rail Arty 3 1-4 Parachute II 
2 2-0-0 Rail Arty 3. O-1-10 Army HQ 
2 M210. “Filak. Did 4 0-1-6 Army HQ 
Movorteed ond Paueee bul ts 
1 6-8 Spor. i @26=00 tot ih teh) 
1 9-8 SS RH 4 -10 Oe haat alia (a mmlaes 
3) -L2stOGGs. tee RE Ae Armor XX 
2 il-e1G 2nd, 11 Arm XX 4 8-8 yor ale ee ao 
i GO Ge san eA 8 GED Mot XX 
10, 20 Arm XX 4 7-8 eee ge eee 
1 6-8 Mot XX 16th Mot XX 
Finnish Air Units, Forts Auxiliary Counters 
i. G50 Group 6 Airfields 
L. F2A Group 20 Supply Fact 
1 Mixed Group 
b Fort. Map ii, 324 
2 torte Map.t, 2A, 48 
pee Uses pe eeeconcnte 
eis Ju 88A 12 German Inf factors 
4 Me LO9F 3 German Arm factors 
1 Fw 190A 2 Finnish factors 
2 He 111H 12. German Inf factors 
it Me 110E 4 German Arm factors 
a) Fw 190A 2 Finnish factors 
1 Ju 87B 1 Engineer unit 
3 Ju 8B8A 9 German Inf factors 
4 Me 1LO9F 2 German Arm factors 
1 DOR 2 Ee 1 Finnish factor 
L Artaitery unit 
3 He 11H 6 German Inf factors 
2 Me 1OSF 3 German Arm factors 
2 Fw 190A 2 Finnish factors 
2 Ju 878 1 Engineer unit 
1 Do 217E 6 German Inf factors 
3 Ju 884A 6 German Arm factors 
4 Me LOOF L Finnish factor 
e He 111H 1 Aeterna 


5 Supply factor EACH turn. 
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TOURNAMENT RECHTHOFEN'S WAR (Kenneth J Parsons, USA) 


Avalon Hill's alluring WWI aerial combat simulation, better known as "Richt- 
hofen'ts War", has since it's offering in 1972, been one of my more favorab- 
le weekend leisures. Coming from an era of chivalrous and legendary feats 
of ability, the touch of romanticism bestowed by these ‘knights of the 
skies! will forever leave a radiating light upon the military annals of 
history (and upon mel). 

My enjoying RW has only been hindered in finding an appanent when the cra- 
ving for a duel occurs; alas, ftf rivals are not usually to be found when 
the need arises! I decided that a reliable postal method would be required 
Af Iwas to be able to challenge strong opposition. The outcome has been 
condensed into the paragraphs below, and I might add has been dubbed quite 
curiously the 'hat-in-the-ring'- postal scheme. 

Below is an in detail explanation af the necessary procedure to incorporate 
simple, but accurate actian of each movement for every aircraft within a 
given situation. All tournament rules have been used, as well as a revision 
of combat and diving codes to the above rules which I assure you will re- 
create a clearer impression of the dog-fighting melodrama created during 
The Great War. 


1.0 Location of an aircraft on the mapboard 


i.l The grid system superimposed on the mapboard is used to determine the 
exact position of an aircraft. To locate the placement of the above stated, 
one writes the row letter followed by the respective column numeral. To 
standardize play, only whole hexagons will be used; all partial hexagons 
shall be considered off the playing board. 

1.2 Since facing is an all important aspect of the game, the lacation and 
direction of an aircraft must be recorded at all times. By looking to the 
upper right corner of the mapboard you will notice a compass. Each of the 
edges of the hexagon shall be located with respect to this instrument. 

1.3 For each hexagon moved through one must write down the exact coordina- 
tes as per the grid system. More important is the facing of the aircraft. 
Facing can be defined as the direction an aircraft is traveling through a 
given hexagon.- A summarization is easily presented with an example of air- 
craft movement: D25,E. This is representative of an aircraft flying through 
hex D25, and is facing the East edge of the above stated hex (which is the 
edge the "T" passes through on the map board). 


2.0 Combat result determination 


Z.1 Results are best decided in postal games by introducing the 'cross re~ 
ference random numeral system'. This rather ingenius method shall be des- 
cribed in the following paragraph. Of special significance is the need of 
a gamemaster who draws up twa sheets of random numerals, of which shall 
comprise numerals designated one through six inclusive. 

2.2 When combat occurs, the attacker must for each firing burst use nume= 
yais from his random numeral sheet in the order printed. These sums are 
sent to the defending individual who also takes the respective numerals 
from his sheet. The numerals received are then cross referenced with the 
numerals held, hence the result of the combat in question (for cach firing 
turn one would quite obviously do this twice to determine the damage in- 
curred, twice for possible critical damage, and once for the occasional 
forced Landing). Example: Player X fires upon Player Y: 


Player™X 1463 4 2 Player Y 645 61 3 Playor X: 14 


543612 ..62. 77 352421 Player Y: 6 4 
Using the numerals in the order printed, by using the cross reference tab- 
le the results are 2, 1. The combat result therefore is 4. 

2.3 Included is a diagram of how the cross reference table should look. 
The tablo is solf explanatory, and the results of cross reference are then 
used on the RW Target Damage Table, Critical Hit Table, and Forced Landing 
Table. 

2.4 Cross reference table (cf next page). Of course this method leaves the 

-adversarics pledged to abide to an honor code; it's a question of morals 
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and trust in your opponent. (As a last resort one has the option of refering 
to the gamemastor if ever a severe case of ‘getting the shaft! happens.) 


3.0 Rule revisions 


3.1 Combat-may take place anytime during a turn; all requirements for com- 
bat must be met however (i.e. sighting, ammo supply, and range). Fundamen- 
tally, this means that no longer must one fire after moving the last two 
movement factors; any two consecutive movement points shall suffice. 

3.2 Diving may occur any time except during sighting and firing for combat. 
3.3 Diving may be made optionally in either 050m or 100m / hex increments. 
This revision clearly gives all aircraft an added boost in maneuverability. 
Essentially, realism is dealt throughout this aspect of the game system. 


4.0 Summary example 2.4 Cross Reference Table 
4,1 RAF FE-2(b): KKIO,NE (2200m) Attacker 
stationary O]it 2! 3! 4? 5! 6g 
a : | cnearne. 
Fok Dri GG14,NE (2200m) tlt 23 45 611 
speed: 6 D 
1) HHL3, NE Be Hen see oO) SER 
2) TV12,.NE a5) 96 ys PRP BAG f 
3) JJLE,NE fires, range: 1 hex 4 Ae ld B 
4) KKLO,NE a ee ae 
5) LL 9,NE overdive 50m successf. De Pgs, AN os OG Sh 1 d 
6) NN 8,NE dive 100m 6 | e 
NN 8,E 2 3 4 5 @ 1:6 = 
7) NN 7,E bonus 
8) NN 6,E bonus (2050m) 


The Fokker Drl has used both rules; faring during movement, and diving in 
increments of 050m and 100m respectively. This is exactly how one would pre- 
pare movement and combat for postal RW. 


».- above the clouds at 2 o'clock high the Nieuport's le rhone whines; he's 
flying the dawn patrol, and Bullard awaits impatiently ‘les boches'... 


PANZER '44 — TACTICAL NOTES (Michael Carmichael, BRD/USA) 


I won't go into strategy at all - there are quite simply too many scenarios, 
so instead I'll discuss the interrealtionship between weapons, targets, and 
some common situations. 


But first for those of you that don't awn the game, a few lines. "Panzer 44" 
is a platoon level simulation of the struggle in the west 1944-1945 primare- 
ly between the UK, USA and the Wehrmacht. It portrays sometimes important, 
but always interesting actions between these historical giants. 

Units represented in the scenarios are inf, arty, anti-tank guns, MGs, mor- 
tars, halftracks, trucks, armoured cars, tanks, assault guns, armoured ar- 
tiliery. 

Missions that units can perform are: Direct fire (DF), High-cxplosive lsdose 
(HL), high-explosive tight (HT), opportunity fire (OF), close assault (CA), 
counter battery fire (CB), close air. support (CAS), overrun (OV), and indi- 
react Wine (iF). 

The scale is 200 metres per hex, 50 men per infantry platoon, and 5 guns or 
tanks per platoon. 

(This is beside the point but, if you have “"Panzerblitz" you can put it an 
the shelf to get dusty, because with "Panzer '44" your old PzBl has had it!) 


Beforc we look at the first situation, a short look at the major weaponsys-~ 
tems, and at what they're effective in doing: 
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tem, because speed is time and time is quite often of decisive importance). 
Combined Arms Attack on Town/Wood 


A village is usually best defended in the direction of advance so quite of- 
ten these (defonsive) units should be pinned and your mobil units should 
swing around a flank or rear to attack. 

Select protected positions for artillery (woods or hills), but be sure 
that, ficlds of fire are free. If there aren't any then take a second best 
position but use your artillery's range advantage, and never got in close.- 
The artillery should already be in position.as the ermoured, infantry force 
move. forward. The mixed attack force should be in three groups: 

1) Recon (infantry and/or scout cars): the enemy units defending in town or 
wood Rexes have to be spotted in order to be fired upon. (To be spotted a 
friendly, undisrupted, unit must be within three hexes of the cnemy unit or 
the enemy unit must have fired.) Recon will keep attacking units from run- 


2) Fire base~ (supporting fire) tanks should be at the maximum range where 

cluded in this group. As soon as enemy units are spotted take thom under fi- 
re. Tanks fireing mainly at tanks (if there are mone there then they should 

fire at guns (anti-tank-guns, then artillery). Artillery taking of the soft 
targets with HT for disruption results,then after the targets. are disrupted 
Tire On chee Supporting infantry withol, set-toe-kili bot “te pande “and pin 
them. This way the defending infantry. can't. come-to.the help of their ‘guns’ 
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range (or at worst at. extended range) until most of the defending force's 
anti-tank guns and artillery are disrupted or peniced.s At that time the in- 
fantry moves forward to 1 hex range and dismounts. They can thon immediate- 
ly CA or fire at double strength. At the same time part of the ‘fire' group 
will move forward to under 600 meters (at 600 meters and lcss M units fire 
at full strength, no range reduction). If there is a choice of where the as~ 
Sault can go in then select the side of the town where the assault force is 
protected from the other part of the defending force by the blocking ters 
rain. Use the defender's position to your advantage. Use HL on the town on- 
ly to panic units so thet the assaulting tanks amd infantry can clase in 
for -the-Jeeil 

(Paniced units can't fire, and their movement is random.) 

Also, don't forgot the effects of Panic, so on important targets use over- 


Attack on Blocking/Delaying Force 
Again your forees should be divided into three groups: 
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the task of, not so much destroying, but rather of pinning the opponent's 
units and thereby taking them out of the decisive action to come (they'll 
be immobile and you'll attack where they aren't). 
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Put your artillory where it is most important to the advance. 

The mobile part of the defending force is. the most dangerous to the success 
of your attack. Therefore it is most important to destroy as much of this 
force as time permits. (Don't forget the phrase “as much as time permits": 
you only have a given amount of time - turns = to reach your objectives. Tt 
doesn't win the game if you destroy the blocking force to the last unit but 
in doing so don't reach your objective. Don't forget time is, in a delaying 


action, one of the defenders weapons.) 

As in the attack on a town/wood infantry will have to spot enemy units in 
covered pasitions. After the anti-tank guns are spotted they can now be 
disrupted at long range with very few friendly losses. With the anti-tank 
guns disrupted the defender will have to commit this mobil reserve or suf- 
fer a breakthrough. Now is when you can really hurt him by destroying and 
panicing the anly defensive force that could really upset your plans. 

With this mobil force battered you can now race to fulfill your Victory 
Conditions (which quite often is occupying a town or hill). And if done it 
early enough then you can quite likely turn the tabel on him and force his 
weakend immobile force (in a last desperate chance at victory) to attack 
yous 


OPS & INFO: PANZER '44 


wih. It is astonishing haw few the articles and reviews are which got writ- 
ten on this game - however this seems ta be a typical trend of which espe- 
cially SPIl's games are afflicted: maybe, because SPI just publishes too ma- 
ny games, maybe also because they don't send out enough review-copies... 
P244 got reviewed in £ 9,20 (by Mark Saha), then, together with "Mech war 
77",in Warg's Inf 7,2 (by Herman Vos)("a real good game", except maybe for 
the panic rules), then in The K II71,2 (by Richard Berg)("an interesting 
comparison to Panzerleader", "perhaps a shade better than PL; its scenarios 
are certainly more interesting and its play more facile. By far the best 
distillation of SPI Tac system".); Richard Berg also in S&T 51,18, who in- 
cludes it also in the "Basic Wargame Library” (moves 26,27) together with 
the very similar "Mech War 77): "Probably the best mechanized warfare tac 
games on the market", “exceptionally realistic". Then, finally, there are 
some articles in "moves"; 24,13 "Comparative Evaluation: Fanzerleader & 
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& Movement 1,13; AmWarg TI/1l1,12; and several articles in moves 25, 26, and 
27, a short description in S&T 51,18.) 

Having played Pz44 several times now, I would say, it has its feascinations, 
but it seems to me - not liking panic and command-control rules much ~ that 
there is much more luck involved then in PzBl and PzlL; if I would heave to 
go on a lonely island with only one of these threevgames, I certainly would 
take “Panzerblitz"™ with me, with "Panzerleader" as second choice... which, 
of course, prooves that ‘realism! doesn't mean much to me, perhaps because 
I believe that there anyway is only a gradual difference in realism in all 
existing CoSim-games ~ not one is really realistic - but there is a big 
difference in play-value and other (really important) aspects... 


INTRODUCTION TO BOARDGAME PLAYING TACTICS (Clifford L Sayre Jr, USA) 


Many of the following concepts and suggestions may be familiar or self-evi- 
dent. However, I have seen players who considered themselves good players 
who were obviously not aware of some of these principles. For my awn part, 
I have failed to win (or licked an apponent) on a number of occasions be~- 
cause I forgot or he forgot, or did not take advantage of some of the fol- 
lowing ideas. 


First, know your victory conditions. Know what your objectives are and know 
what your opponent needs to do ta win. If the objectives arc geographical, 
make sure that you occupy or pass through every possible location. If the 
name of the game is attrition, then make every attack count and only attack 
at odds or in situations which will give a net result in your favor. If 
your cole is basically defensive, be very cautious about executing any at- 
tacks regardless of how tempting they may be. The psychological boost you 
may get from wiping out a few enemy units may cost you precious units or 
moves (mobility) needed to win the game later on. 

Perhaps the most basic element of defensive tactics is to take advantage of 


en ce 


terrain. Use woods, rivers, towns, hills, etc to the best effect in doub- 
ling the defender and/or halving the offensive strength of an attacker. If 
attacks from certain directions will nullify e defensive adventage, try to 
locate other units to prevent such combined attacks or force expensive 
'soak-offs!. If entrenching or hasty fortifications will improve your defen- 
se, take advantage of any such temporary improvement, if possible. 

Defensive lincs should not have gaps. A front of adjacent units is general- 
ly best, followed by a front with overlapping zones of control. (There may 
be exceptions. For example, stacks of 8 combat factors with overlapping zo- 
nes of control, might be better that a solid front of 4's... it depends on 
the game and the enemy units.) A front with touching ZOC'ts is lest secure, 
but probably preferable to one with gaps. Avoid salients or knuckles in de= 
fensive lines as more enemy units can be brought to bear against the expo- 
sed positions. In games which require attacks on every adjacent unit, loca- 
te defensive positions so that the enemy will have to attack several units, 
just to got at a particular location which he may have as a primary objec- 
tive. Unless special circumstances require the contrary, try to have about 
the same number of defensive combat factors at all points in a defensive 
line. ({wih. *) But, cf "moves" 22,14)) 

If you have to retreat to a defensive position, consider whether it is 
worthwile to delay the enemy. If he is unlikely to attack bocause of insuf- 
ficient strength or lack of supply, force him to stop by moving less than 
the full amount, vather than running beyond his reach. If you are afraid of 
losing units, and the game requires movement points to move adjacent, you 
can still delay by locating yourself at a distance of his full movement al- 
lowance, since he will have to stop one hex short, not being able to pay 

the extra ontrance cost. 
As long as numbers rule, use them to your advantage. Consider the ‘N+1 
Principle' of defense. The idea is to get the enemy to commit several com- 
bat factors worth of units to compensate for one more factor in your pile. 
This can be useful, although success depends on the typical number of CF's 
for your units versus the typical enemy strength. For cxample, suppose the 
majority of enemy units are 3's, 6's and 8's, and your units are Dias rae uae 
and 5's; a single 5 would be almost as effective (and more economical than) 
5+2... two 5's would be almost as effective as two 5's plus a 2 or three 
4's, Since most rules require the attacker/defender ratio to be rounded 
downward, you need only provide one excess combat factor in order to force 
your opponent to bring to bear several additional factors. 

As an attacker, in a situation where exchanges are possible, attempt to 
provide a 'throw-away' unit and thus avoid sacrificing poworful units in or- 
der to destroy weaker enemy units. 

The most basic attacker tactic is to produce eliminations by forcing re- 
treats into zones of control. Such a tactic can be used to produce elimina- 
tions at low attack odds or where the CRT is primarily 'push-and-shove'. 
Placing units on opposite sides of an enemy unit will produce an isolation 
or out of supply condition which frequently cuts the defender's strength in 
half, in addition to capitalizing on the 'elimination-by-retreat' principle. 
In Sixth Fleet such tactics are the ONLY way to eliminate units. A refine- 
ment which can be used in SF or other games where attacks arc obligatory is 
to use the disposition shown in the sketch. The W units are weak and could 
not withstand an obligatory attack on their own. By locating them one hex 
away they will not provide an attacker with a cheap 
soak-off. Thus, the trapped unit is obliged ta at-~- 
tack the strongest enemy unit (if he can). This 

could result in an AR or obligatory retreat, if nat 
strong enough to attack and hence, elimination by re- 
treat. In turn the strong friendly (5S) can launch a 
conventional attack, attempting to retreat the trap- 
ped unit. 
A final, if obvious, caveat is to know the rules. 
Count on your opponent to bring to bear everything 
S: strong, W: weak, that ne can if. Mis Tavor... 

Es enemy unit.- ((wlh. Basic tactics: cf also moves 22-24 and 27!)) 
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STATE OF THE ART (Jack Greene, USA) 


This issue will witness some evolutionary changes in this column. I have in- 
cluded several 'Hobby' news-vignettes that have occured to me or I have 

been part of over the last five months, They should allow a glimpse at the 
inner workings of the companies. I hope to have such glimpses included more 
often in my column as my style towards game reviews change. 


Game veviews are often, too often, written by those (I include myself) who 
don't do enough game playing because of the sheer number of games out there. 
To help remedy this I have decided to drop my game subscriptions when they 
run out. Further, I have decided to prune back the number of games I buy to 
the ones I want pure and simple. I hope, over the next few months, to give 
fewer but more understanding reviews. One advantage gained by moving back 
‘tg Baltimore are the opinions and thoughts expressed to me by the seasoned 
wargamers here in Baltimore. Such comments will color my reviews. 


At this time I would like to make a short prediction. With an increase in 
Avalon Hill's design staff which is an increase of over 100% (Richard Hamb- 
len just came onboard), plus outside designs coming our way, plus recent 
purchuses of 3M, Diplomacy, and the like, and with the future portends - 
one can only conclude that the next two years will be dominated by Avalon 
Hill. That is not to say that good stuff won't come from GDW or the like, 
but Avalon Hill has marshalled some incredible energies that are only now 
beginning to bud and bloom. 

Thoughts - 


On a February weekend Mick Uhl (Developer of Kingmaker and WS&IM) and I vi- 
sited New York City to chat with SPI and the Morningside Group (Rand's Mi- 
litary Time Capsule series are their best known accomplishemnts to date). 
SPI was in its regular state of organized confusion with various game pro- 
jects going on in the labyrinth of rooms. Preparations were underway for 
the playtest session planned for that evening. I met Steve Patrick for the 
yers with wargaming as sort of part time work/play; both are completely 
different men. While with Richard one would expect him to bring a charge of 
Contempt of Frog against the Judge, Steve is a serious no nonsense shoots- 
straight-from-the-hip gentleman. This dapper man was quite willing to ex~ 
change his thoughts with both Mick and I during our visit. 

Jim Dunnigan was his classic charming self and completely open in our dis- 
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cussion. We discussed some trends we thought existed. The desire for imagi- 


nary games was high but only for a certain group of gamers, much like with 


era may see some revived World War I interest. 

The three most interesting games around were "Terrible Swift Sword", "Smao- 
lensk" (about which several young playtesters could neither pronounce nor 
guess where the deuce it was!), and "The Russian Civil War". While all are 
of interest to me, the most exciting was Berg's "Terrible Swift Sword” 
(755). 

Also wandering through the hallways was a woman reporter from the National 
Observor (a weekly newspaper somewhat like NewsWeek) who was doing an artic- 
le on wargaming. 

Later it was off to Richard's after a night, of playtesting (with Mick and I 
as observors). Playtesting is usually done by very young and capable play- 
ers who would rather talk about their last "Sniper!" game then read NEuro= 
pa". Later, the cream are recruited into the ranks of SPI's developers. 
Richard and I managed to get in a game af "Grand Chancellorsville" which 
was pleasant. This giant quad had enough added futures to make me hope that 
future quads would be less ‘by the book! and more open to special rules to 


help capture the flavor of a particular period or battle. GC offers several 
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strategics, the Union being able to hit in three areas while the South has 
the advantage of interior lines and a usually divided enemy. 


re playtesting was taking place (even with same of the same playtesters). 
Al has an incredible collection on the Spanish Civil War and both of us had 
mutual likes in the 19th century. Where else would one find the order of 
battle for the Chileans during the War of the Pacific? 
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the manager of energies of this team. John Prados, the other team member, 
wasn't present. We sat and discussed the need for a body made up of desig- 
ners, publishers, and other assorted movers and shakers of the Hobby. We ca- 
Me away with the hope and direction that more could be done on this idea 
between then and Origins II. The need for such a coordinating body, even if 
all it does is increase communications of a DIRECT nature, is self evident. 
All in all, it was en enjoyable visit as well as a visable sign of detente 
between AH and SPI! The distinct styles of each of the two companies remains 
and will remain but exchange of positive as opposed to negative energies is 
a plus to the Hobby as a whole. While I can not at times discuss certain AH 
business because of my position, or agree with certain trends, nor could I 
say that 'blindspots' did not exist on the otherside of the Hill. Mick and 
I- both had to agree that being on the outside and observing the two giants, 
be it from the third world or the great unwashed of Hobby, is quite diffe- 
rent then in one or the other of the cockpits of the Hobby... 


* 


Most of us are by now familiar with the Series Replay that appears in each 
issue in "The General". Issue 12/6 carries one on "Wooden Ships & Iron Men" 
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the last! The goings on ‘behind the scenes! was quite a story in itself. 
This was my first project when I came onboard with Avalon Hill last fall. 
It was going to be a quick project (two written drafts) and be in the Jan- 
Feb "General". Mick (Uh1) and I picked a point total, played a few simple 
games (I must admit that I tried to 'hustle' him a bit by not playing my 
best maneuvors) and were ready. That game never saw print. It was a fun ga- 
me too. The lowly Jean Bart, weakest frigate in my squadron helped force 
the flag of the English flagship, beat off a superior English boarding par- 
ty, and reduced the Mercia from a Brig to a Sloop with a load of chainshot. 
But Mick had been involved in a collision with two of his ships and it was 
not much of a game - sort of like shooting fish in a barrel. So we threw it 

out. The second game went real quick. It was 21 turns of maneuver with no 
gunfire and we had to move the ships back onto the board three times to 
stay on the board!! This would never do for exciting play in a small magazi- 
ne, mo matter how skillful it might be. 
So the final game was at near pistol shot with no room for fancy mancuvers 
and we had to get down to it right away. That was the game that appeared in 
"The General". With one piece of major surgery. We forgot three drifts on 
Turn 8. Actually we only discovered one; later, when Richard Hamblen and I 
were trying to 'save' the game we realized that Mick and I had forgotten 
the secand and third drifts of the Brennus and Javelin. A fancy maneuver on 
the part of the Dolphin (though I still debate the legaility of it!), chan- 
ge a fow broadside die-rolls of the Vengeance (two 2's in a row...) = and 
it worked! 
Unfortunately the brave Citizen Massue of the Jean Bart now looked like an 
oaf and the value of Chainshot has reached an alitime low. But the saga does 
not end here. My two drafts made four. Baltimore has a more ‘professional! 
level than Isla Vista, I'm afraid. Actually, most of the changes and sugges- 
tions on my cigth grade writing style were good. But I had to fight for the 
inclusion of wine for my crews! At one point it was thought to be too low~ 
brow. The January deadline had passed. And so that project ended. 

* 


Delivery schedules of the wargame companies... The time between when a cam— 
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pany receives an order and when it is ‘shipped Varies from company to compa- 
ny. It would be quite safe to say that SPI, Avalon. Hiil, Game Designer's 
Workshop, Battleline, TSR, and Strife wargames are pretty good on their 
shipping. From time to time one of them may have some problems but, by and 
large from the SPI factories to the Strife cottage industries, the shipping 
of one's order is quite close timewise to the cancelling of one’s money or- 
der. 

Two companies have had some problems. One is SDC. (Simulations Design Corpo- 
vation). I've spoken often enough about them in the past but let me say that 
Dana (Lombardy) has always been optimist on delivery. Obviously the severe 
financial contortions of SDC have affected their services and it is hoped by 
_ the end of 1976 they will ‘be at a high level of competence in product deli- 
VELYo ; 

Rand Game Associates (RGA) have been another problem on thoir deliveries of 
late. While "Command Series I" made it out in fairly good order it has taken 
six months for Rand to produce the 2nd game of their Series I] ("Brandy Sta- 
tion"). “Wellington's Victories" has been three months late. To date I have 
- not seen any official reasons stated for this state of affairs other than 
printing problems. They are producing much better games than their earlier 
series so this delay may be worthwhile for game playing hours for us. 


* 


In the course of the past year I have visited several of the main Cathedrals 
of wargaming. There are several key clements that all have in common. One is 
ressarch. What I wanted to do was make some short comments about the researh 
facilitics (or lack of) that each of these centers has, specifically their 


cently it was valued at $10,000 by a professional bookdealer. It is largely 
WWII oriented, though with a great deal of material on the American Civil 
War and modern wars as well. T P Schweider is a semiprofessional military 
historien and has been ae collector of books for some years now. It is not 
“surprising that the phrase "Bettdér Research means Better Games" would origi- 
nate here. It is funny too, that with this background Dana Lombardy is a 
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AH places 4th in ‘house’ facilities. Though the research library is growing, 
Tt is usually concerned with current or future projects and is under the di- 
rection of Randy Reed. Avalon Hill makes extensive uso of the various libra- 
ries around the area, in Washington DC and Annapolis. In my short time here 

I have been impressed with the desire for historical authenticity yet with 


when vesearch is done it is impressive. For example, the "Russo-Japanese 


War" Uroject ,ade extensive use of both the British Official History. as well 
Ss the Russian Official History of the war. To plow through these multi-vo- 
lume texts is an effort in itself! Other sources were consulted as well. 

One can not really draw any conclusions from these remarks. If anything, it 


is more a reflection of the individuals or company desires and policies. 
* 
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FROM JACK - WITH LOVE (Jack Greene, USA) 


((wih. Abusing my editorial prerogatives, I'm splitting Jack's "State of 
the Art" column in two parts, forming a new column - tricky, isn't it? - 
and call it as above, tentatively, with some hope that Jack agrees...)) 
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I would like to make some comments on some games, as well as short reviews 
an others. 


Play balance in "Jerusalem" is definitely slanted towards the Arab in my 
opinion. While my sympathies lie elsewhere I would like to include some sug- 
gestions for the Jewish player. The Jew must push nard from the start. Ri- 
chard Hamblen suggests using the Stern gang on Arab garrisons early on the 
alternative routes to Jerusalem, while the main Jerusalem Convoy route be 
hit hard from the Jerusalem side as well as the Tel Aviv side. Arab leaders 
are great to knock out followed by the Mufti units. 
One interesting way to kill Arab leaders is to attack the stack they are 
with heavily. Force them to run which uses up there movement factor for the 
next turn! They may not move the next turn at all. This means that a strong 
Jewish ‘Arab Leader Strike Force’ can either get the leader that turn or 
the following turn. 

Tey to leave your columns in places where El Kutub can not bomb. El Kutub 
is probably the second strongest unit on the board. 

Have units down at Hulda or the road to Tel Aviv READY for the next convay-. 
Make it strong. I am still fooling around with my halftracks and the like 
ag far as developing a strategy for them. For now I try to husband them so 
that I lose 4~6 Haganah units instead of my motorized units for a stronger 
end game (they increase a stack in strength when one needs them against the 
Arab Legion). Secure all three roads if possible that lead to Jerusalem. In 
turn, Limit the Arab ability to use the roads around Jerusalem (to break up 
his attacks and to isolate him) and cover enemy reinforcement roads as much 
as possible. Playing the Jewish side requires one to be very very thought- 
Ful and have well planned moves. 

Finally, if you still lose as tme Jewish player, include this OPTIONAL rue 
les "The Arab player must deploy three leader counters on or next to three 
main voads (in any fashion he desires) leading to Jerusalem. They may not 
take their retreat option on the first turn. Une of the leader counters 
must be Abdul Khader Husseini." 

((wlh.: Cf also Tony Jones! "Jerusalem" article in this issue, and the Ups 
& Info part on "Jerusalem".)) (Cf p 33 saq) 


I suspect my comments on "Fall of Tobruk" will be somewhat more negative 
then other reviews within these pages. It is a game that shows great poten~ 
tial but shouts "Rushed for Origins I" at you, a not too uncommon disease 
("Hitler's Last Gamble" by Rand had over a page and half of errata ~ and, 
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by the way, crrors appeared in the errata as well!! = or for that matter 

The rules of "Fall of Tobruk" (CGC) have all sorts of holes, for example 

can one rotreat before combat through enemy Zones of Control? The game play- 
ing length of this is incredible. Reserve a weekend for a complete game. 
I've played Frank in his Waterloo game and I know he is not super fast in 
making his moves, so one must canclude he likes long games. Often times one 
gets into battles of continuous front instead of slap dash stabs which cha- 
pacterized desert warfare. 

Yet I enjoy playing the game. It is fun and original and has great features. 
The interaction of tank, gun, and infantry is superb. Multi-strategies from 
fortress Tobruk to tank versus tank in a head to head battle, to kill the 
German and Italian infantry option, to line-up-in-the-hilis option. 

Il would love to see a second edition of the rules like with AH's "Tobruk". 
Certainly the ideas here carried On anto other games would be great steps 
forward. To see these ideas again with “Kasserine Pass"cs playing time 

would be the mark of a classic. As it is, "Fall of Tobruk" is a half finish- 
ed masterpiece. (Cf p 35 sqq.) 


A new third world company has popped up like a mushroom with its first ga- 
me, "The Siege of Port Arthur" (Strife). This non-boxed, die-cut one color 
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counter sheet, small game arrived promptly. This well researched game is a 
tactician's paradise. If you are into counting up strengths carefully, hus- 
banding your massive artillery fire for the right places and times, and en- 
joy games that have an offensive player and.a defensive player and never 
shall the twain meet, then "The Siege of Port Arthur" is it. It is a short, 
bloody game. Includes rules on gas warfare, Japanese tenacity, hand-to-hand 
combat, a new-twist on the Combat Results Table (CRT)}(no die/dice for this 
one but random numbers). 

As with many new game companies it has problems. There are some small ques- 
tions as to when certain units arrive. Trench counters are not provided, 
though this is a minor problem. There are some small problems of understan- 
ding certain rules, like moving froma ‘killing zone' (a sort of fire zone/ 
ZOC) to hand-to-hand combat, and the like. The mapboard lacks enough con- 
trasts between various types of terrain for complete clarity. 

All in all, if you find the Russo-Japanese War of interest, or you like sie- 
ges and/or, tactical games, then try it. (Cf p 51 Sqq)- 


Though it was three months late, “Wellington in the Peninsula" is out. It is 
a Morningside Game Project design produced and sold by Rand Game Associates 
(RGA). This boxed game comes complete with rules (including several scenari- 
os plus a six year campaign game), dic, and poorly diecut picces (at least 
mine were!). This is an area movement game that covers the entire Peninsula 
as well as southern France. 

From a historical point of view the work on this game is impressive. Fram 
supply to guerillas, to the Spanish National Junta, the Morningside Project 
has done its homework. 

The game includes a few commander units that affect dafferent national ar- 
mies differently. The Spanish Generals REDUCE the strength of the army by 
20%, but grant it the ability to not have to roll on the Spanish Command 
Control Table. The various English (Moore and Wellington) and French comman- 
ders (usually two) increase the army they command by 40% or 50% or, in the 
case of Napoleon, 100%. . 

The game aspect of “Wellington in the Peninsula"-is somewhat lacking, how- 
ever. With arca movement games one finds a loss in sudden penetratung move- 
ment or detailed strategic blows. This game has a tendency to play like an 
almost boring history book, with many dic-rolls for attrition, movement, 

and reinforcements. In other words, good history, but a so-so game. 

One aspect that is exciting about "Wellington in the Peninsula” lies in the 
fact that the breakaway from World War II Panzer battles into other ‘virgin! 
periods continues, 


The "Russian Campaign" (first edition: Jedkoa) is available from Avalon Hill 
now. it arrives boxed with all the standard AH features and includes a whole 
four pages rulebook (a pleasant change from 3rd Reich), one sheet of coun- 
ters, a bright piece of cover art on the lid which is light years ahead of 
the lid cover for "Caesar's Legions" (in other words, it is better looking), 
two set-up sheets, and a mounted board. 

Graphically, this is Don Greenwood's best effort to date. Terrain features 
come up quite well, though the scenario lines which appear on the mapboard 
tend to crowd things a bit. It is interesting to note here, something Mick 
Uhl first pointed out to me, that AH only uses black lettering on counters 
with an occasional reverse white such as on the 5S units in the "Russian 
Campaign". Mick and I dug through AH games and did find that in "Origins of 
WWII" this was not true. But for all intents and purposes that is the only 
exception. Which leads me to conclude that Rich Banner of GDW makes better 


use of the colors he has on counter sheets than either Randy Reed or Don 


comes to mapboards. Hopefully AH will make a larger use of color on its 


paign") would pop out at you more. ; 
What can I say about this game? I worked on it at SDC when it was Jedko's 


product. I remember getting it and going "Gh God, another Russian Campaign 
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game" ~ but then playing it out in San Diego end a talk with Dana Lombardy 
suddenly had SDC importing a new product to America. It is long and the 
victory conditions are such that draws are often the result. George Uhl 
calls it a miniecture "Drang nach Osten". 

But it is a good game. One thing I see in most German players is that in 
1941 they are mesmerized by Moscow. It is important, but af you take Soau- 
thern Russia in 1941, then 1942 can be the knockout year. Richard Hamblen 
pointed out one af the interesting aspects on the ‘Attacker Retreat! part 
of the rules, One can retreat in ANY direction which often times gives one 
FORWARD momentum of two hexes which may break river lifes, ete. (Cf p 58 sq 


"The Russo-Japanese War" (RJW; by GDW): Having played out several games of 
"Port Arthur" (sometimes with its companion game "Tsushima") has convinced 
me that this is the finest game that Marc Miller has produced. The flexible 
strategies that it offers (and believe me, no two games are alike) and 
plain good history that it teaches, mix to produce a game of outstanding 
quality. 
But, it has rough edges. A forthcoming article touches on many of the points 
in the rules that are left uncovered. The roats to such problems remain, 


ample, in Port Arthur either side may create any number of supply units. 
But to transport them to where one needs them (used, by the way, for attack 
supply AND unit regeneration) requires some real work. In tho case of the 
Russians, it is a problem that is never completely solved, even in the late 
‘innings of 1905. Not true for the Japanese. They may have to make tough de- 
cisions while landing their army in Manchuria about how much supply to take 
and not to take, and they can get hurt with a lack of those little units. 
But once the army is ashore in either Port Arthur of the combined Russo-Ja~ 
panese War, watch out - supply pours onta the game board and the Japanese 
have no fears. One might consider a limit of 10 supply points maximum per 
turn to be transported from one Strategic communication bex-to another, 
otherwise the Japanese simply have a maximum attack ability and a maximum 
repair~of-the-dead capability which does NOT reflect an aimost exhausted 
Japan in mid-1905. 

The same holds true for the retreat before combat rule: rough edges. One 
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well placed. And that Cossack is.not that big! I say that automatic victory 
is achieved with odds of 8:1 end the retreat before cambat option can not 
be exercised at 8:1 odds. All combet is STILL resolved in the combat phase. 
Any unit in this game may suffer 3 hits before it is removed. This works 
fine unless you stuff Port Arthur with Russian detachments worth one combat 
factor cach. While weak, they can take a lot of hits and prolong the siege 
unreasonably. I say all detachments can take a maximum of 1 hit anc are 
eliminated. 

The detachments are used for guarding the railroad (one is placed every 3 


Therefore, instead of stripping the Japanese army of all its small but at- 
tack oricntcd cavalry and the like I simply live without the railroad or 

suggest breaking down one.or two KOBI units into detachments 4 la Russians 
and their lst Siberian Division. This will give the Japanese a functioning 
railroad which is realistic. 
Inspite of these problems this is a solid game and far reaching in scale 


From the pie-in-the-sky reality of SDC to the stuffy conservatism of Avalon 
Hill to the God-head factory of SPI to the almost rural attitude of GDW (I 
still am not sure that GOW has postal playtesters - Blind ~ to perfect 
their games), the companies can get caught up in their own mutually shared 
blindness. The cure? Obviously financial reality is the foundation of any 
succosful business firm. But it should be coupled with the ability to say 
"We wore wrong", the ebility to not become ego-attached to one's company, 
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and to experiment. Now, the simple problem of GDW's playtesting might be 
simply solved by extended playtesting periods, the use of blind playtesters, 
and more outside imputs - Marc is a designer who often lcaves rough edges 

in his games. But then they have to put up with revicwers who want perfec- 
tion and have their own view as well 

Some final thoughts on RJW: After doing some reading, pondering, and play- 
ing I came up with several more ideas for RJW that I thought might be of va- 
lue if they were shared. 

During the winter and spring the Jranssiberian Railroad had real problems 

in operating, and the Japanes were aware of that. That was one of the rea- 
sons for -an craly spring attack. Therefore during. the months of Dec-May in- 
“elusive Irkutsk will eliow only 14.fectors through, while the other six 
months 26 factors are allowed. Vladivostok may be used as a port only if the 
VEiadivostok garrison remains in that box. 

Victory conditions in this game are generated from the ex post facto histo- 
tical outcome. That is, at the beginning of the war the Japanese were 

afraid of the possibility of an invasion of the Home Islands by Russia: Ma- 
ny at best hoped to hold on to Korea and consider tha peste cres. fe cunts 

was before tho military problems of Russia became painfully aware. Therefo- 
re, I would suggest that the cepture of Port Arthur by Japan and the keep= 
ing of. any Russian infantry units from being in Korea (supplicd) at the end 
of the game constitutes a tactical victory. 

If you play this game be prepared for. some problems; one cxample. When a 
port is cstablished (one of the four invasion ports) you expend one mer- 
chant ship that remains in that sea hex. Therefore it may be attacked as 
mentioned in the errata. If it takes flight does the port loss any capabili- 
ty? If that hex becomes mined do you roll each month for the ship? 

As a parting shot I would suggest that players of this game allow Russia one 
to threo morchant ships with the same capability of Japan's, say, with one 
at Port Arthur and two off board. One might consider the repair of Torpedo 
Boats and Des*royers as they can be utterly wiped out far too easily. Pos- 
sibly on a one to two ratio - every two lost one appears at Port Arthur/Ja- 
pan. Also, one might study the torpedo table; at that time torpedoes were 
not too effective, maybe the RJW table is toa effective. 

Finally, as a strategy idea, consider splitting the RUSSian-anitael Rar pecs 
tern army. By keeping five divisions around Port Arthur one can hit hard 
early against a rash Japanese player. Of course the danger you run is losing 
five instead of two divisions! (Cf p 54 sqq). 


Not too long ago in "Panzerfaust" I had an article entitled “Wargaming Down 
Under". Focling that the International character of wergaming is one of its 
potential strong points I try to keep tab on what's happening. Since my ar- 
ticle appeared things in New Zealand have developed quite repidly though on 
a small scale. 

The Secretary of the New Zealand Model Soldier Socicty, a Mz R ©. Hood, wes 
kind enough to send these details. Easter of 1875 had @ folic dey ever? in 
Wellington which featured miniature games, figure competitions, and sisplays. 
Another such event is scheduled for 1977. Several miniature clubs joined in 
on this from all over the country. Boardgames were present, but Mr Hood 
pointed out that he had never seen a game on sale - to his knowledge they 
are all imported from England or the US. Tronically enough this is not the 
first time that I've heard that for New Zealand Jedko (the Austraiian dis- 
tributing arm of SPI and AH among others end a wargame company in its own 
right) simply docs not exist. "Who is Jedko?" is a too common of a respon- 
SCoes 

This Easter another National Convention was held that had several "hundred 
visitors". Publicity included the National redio station and local TV. 
There were 176 entries in various competitions. 

All in all, it seems that the Hobby is growing worldwide. 

((wib. Cf also elsewhere in this issue about the Australian wargaming/Dippy 
zine "Tau Coti".)) 


((Pxrices, addresses and more about the games mentioned in Jack's column: cf 
the following pages of this issue.)) 
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JERUSALEM (SDC) (Tony Jones, South-Africa) 
Historical Background 


This game deals with the 1948 Arab-Israeli War centred around the city of 
Jerusalen. 

The Jewisn player has to defend the city and keep open supply routes to en- 
able his convoys to get through to the city which is cut off by Arab units. 
The game follows the historical period very closely and if one can get hold 
af one book called 'O Jerusalem’ by Lapierre and Collins (Pan Books) you 
will see this. I recommend this book as being the best one dealing with 
this war - around 500 pages long and fully detailed. 

The game covers the period where the city is surrounded and the three road 
routes from the coast are swarming with Arab tribes men - in the villages 
and hills. The Jewish player starts in April 1948 with the first organised 
convey to attempt to batter its way through the city - carlicr attempts had 
failed miserably. 

During the game strong Arab units of the Egyptian expeditionary force and 
the Arab Legions under Ghub Pesha come into play and one finds the game 
swing back to the Arabs ta culminate in a close finish. 


Physical Description of the Game 


This must rank as the mast colourful game around. The board is excellent 
19"x30" with superb graphics depicting the villages, hills, streams and the 
city of Jerusalem on it. The city is 12 hexes in size and with all the mul- 
ti colours used on the map and large sized hexes a really excellent clear 
map 1s produced with no obvious errors. 

The counters age@in are superb, being large sized with rounded corners, 
thick and very easy to handle. Again multi colours and though at first 
sight one thinks these are too garish, in play they fit in well and all go 
in with the tone of this game which is tough and FUN. It is a game in every 
sense of the word. On the counters are a mixture of symbols and standard 
signs (silhoucttes of tanks, buses, trucks, armoured cars, bulldozers... 
and bomb picture for the infamous Kutub Terrorist unit, skull and crossbo- 
nes in black and white for the notorious Irgun and Stern Gang units). Coun- 
ters for halftracks, leaders, infantry, garrisons, Jewish convoy, artillery, 
flamethrowers, roads etc all go to make a wide range of units with plenty 
of colour and dash. 

The crder of battle sheets etc are all of the highest standard and free of 
error. 


Rules of the Came 


The rules of the game come in an attractive booklet which includes histori- 
cal notes at the end. 

On the whole I found the rules reasonably clear; they do repeat themselves 
a few times, but this is not always a disadvantage owing to the unusual 
play of the game. Fortunately a lot of examples are included in the rules 
to explain points and this undoubtedly helps to clear up some of the unusual 
aspects af the game. 

Basically play comprises of two phases for each player. He can move his 
units by road which includes transportation in the case af leaders, infan~ 
try or artillery, or he can move them in his non-road movement phase. Cer- 
tain units can only move in one phase and it i8 important decision to deci- 
de which to do first since one has a choice. 

Combat is most interesting, basically units can move, hace combat, and if 
all defenders eliminated they can move again (if movement factors remain}, 
attack again... up until all movement factors have been used. When attack- 
ing a group of enemy units in the same hex the defender who gets first fire 
can attack any or all of your attacking units; any which arc climinated are 
removed fram your attack strength. You only need attack one unit if desired 
in each attack,and provided this is.succesful after again the defender gets 
first fire you may continue ta attack units in that hex until they are ei- 
ther all climinated or until you fail to get a result in which case you 
cease movomont and combat for those units used in that attack. No more at- 
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tacks may be made on that defenders unit(s) during that turn. It sounds 
complicated but in fact it is quite easy and though one would think one 
would walk over defending units this'is not the case duc ta their First Fi- 
re option against each attack made by all their defensure strength. 

Special rules for leaders, terrorists, leaky flame throwers, bulldozers, 
special Jowish mortar which blows up on the roll of a.6, convoys, trans- 
port, artiiiery, 6terell ge to add flavetz to. this. ganc.. 

John Hill's writing of the rules,though not always clear,after a couple of 
reading fits into place - and they are fun to read. 

One bit of advice: put down notes of points you want to remember in the ru- 
les as it is not always easy to find the point again quickly. 


The Game 
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an attack on a 4-6 garrison failed. Other minor actions around Jerusalem's 
nearly villages cost the Jewish player two infantry and one armoured car 
unit for one garrison and one Mufti - not a good return. 

The road phase was most interesting: the ‘Operation Nachshon' Battlegroup 
from Tel Aviv split into two sections, the first, threee powerful 8-6 units, 
plus truck, thrashed their way through two Mufti 2-8s and two garrison 
units and got very close to linking up with the Jewish attack from Jerusa- 
lem on the same road. These three units operating together are very power- 
ful and hold the key of the early play if used well. 

The other half of this battle group went north andi and with three infantry 
4-63 and ono 4-30 armored car hit through two villages eventually running 
out of steam in the village of El Tahta. The incompetent El-Kakji unit ab- 
andoned one Mufti unit he was with to its fate and ran away! What a charac- 
tex! : 

So the Convoy unit knocked its way through one garrison unit and moved up 
behind the three 8-6 infantry on the central road. However, the convoy did 
not get through, so one 4-6 infantry in Jerusalem is demobilised - egtting 
hungry as no supplies have come in, 

So the Arab player has a job now to stop the convoy Getting anon teri 2. 


The Arabs concentrated the leaders and units on the central road to try and 
stop the convoy — also trying to block the other routcs as well as possib- 
le. The terrorist Kutub sneaks into the city to bomb a hex with several de- 
wish units in it: result - a huge explosion end several units immobilised 
for the next turn, including the commander Shal who has a tremendous head- 
ache. Being the master of disguise, Kutub creeps out and beds down in a far 
away Village out of harms way. 

So, after turm 1 a large hale knocked in the central road; combat factor 
losses: Jews 16, Arabs 36. 

I have detailled turn 1 to give on flavour of the game. 


((wlh. I omit here the rest of the game description - not because it would 
not be interesting, but because of a lack of space in this issue, and alsa 
because one of the main reasons for this description scems to Be “rad? ited 
with the above.)) 


I will not detail the next turns, but besically you can see the falvour of 
this most intercsting and amusing game. The result of this encounter was a 
win for the Jews just. They fought through three convoys despite strong at- 
tacks by the Arab Legion and expeditionary force which at one stage looked 
like winning. But the Jewish reinforcements just held them off. Losses are 
heavy in the game with the simple Combat Results Table GERI, bot toemy 
mind this helps to make this game as it is: action all the wey 

Basically it is a game that flows all over the board and with all the dif- 
ferent units and characters I can say that for me this is one Gf ine most 
enjoyable gamos I have seen: full marks to John Hill and SDC (Simulations 
Design Corporation). May we see more of these enjoyable fun games! Try and 
get this into your collection: I don't think you will be disappointed: 


((wlh. Cf E 12/13:39.42.100; ef also Jack Greene in this issuc; cf Ops&Info) 
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OPS & INFO: JERUSALEM 
Cf E 12/13,39 and 12/13,42 (Ops & Info, quotes, bibliography) 


Bibliography: E£ 12/13, as above.- Other reviews in: MGR 18,9; moves 25,27; 
sword & Lance 11,23 and 14,14.- In this issue of E there is a note about J 
in Jack Greene's "State of the Art" column and more in his "From Jack - 
With Love". 


Available from SDC (Simulations Design Corporation), POB 19096, San Diego, 
CA 92119, USA; 48 + $1.50 postage - and, cf "Games I sell"-~list, from me 
for SFr 22. 50/5, 25, ahcl postaqgu, 


TONY JONES adds some tactical notes to his review: “Tactics wise it is es- 
sential for the Jews to get that convoy regularely into Jerusalem and to 
secure the two cross roads areas of the central road. Also to move out and 
occupy the villages or the western half of the board which lie on or adja- 
cent to all three roads - particulary the northern route, as it is down he- 
re the Arab Legian come and these bring strong units. It is essential to 
stop them easily getting to the central route. If the Arab player leaves 
the southern route free try and apen a route here as well, it is a useful 
hedge against the blocking of the central route. Also watch for Arab units 
taking the Police Buildings. as these lie adjacent to the central road and 
if when vacated by the British the Arabs control this thoy are difficult to 
shift due to the defensive strength of this hex. 

Around Jerusalem one must a) pratect the city area and try and eliminate Ar- 
ab units nearby as these will attack the city later in the game. 

Don't worry about a few losses ~ plenty of reinforcements come into play to 
keep ones forces up to strength." 


CHARLES VASEY: "The rules are simple, but they are so revolutionary you .may 
have trouble assimilating them. Play is strangely disjointed with many com- 
bats being possible in.one turn. It is best to look upon as a series of 
small campaigns during which a lot happens, and periads of inaction. The ga- 
me is pretty accurate, the Arabs must bide their time as they are very weak 
at first. Hill has endeavoured to inject a lotiof period feel, and I think 
he has succeeded. A good game, fine presentation." 


THe FALL OF TOBRUK (Mark Saha, USA) 


"The Fall of Tobruk" (Conflict Games Co = CG£) recreates on a company/batta- 
lion level the exact same May/June Axis drive upon and capture of Tobruk (as 
AH's "Tobruk"; wih). But where Avalon Hill recreates the campaign in a Se- 
ries of nine ‘close-up! scenarios, Conflict offers a single operational le- 
vels each turn in Conflict's game is a full day, as opposed to 30 seconds in 
AH's version. 


This is the first game to come from Conflict since they were sold to GDW, so 
readers may be interested in some initial reactions also on how that trans- 
action is reflected in the product. 

All previous CGC games (Kasserine Pass, Bar-Lev, Overlord, Verdun) were de- 
signed by John Hill, and he is currently working on the next release My eu 1 
But"The Fall of Tobruk" was designed by Frank Chadwick, with artwork by Paul 
Banner and playtesting by Winston Hamilton, Marty Millor, Daryl Hany, Marc 
Miller, Loren Wiseman, and John Harshman. These are all mentioned because 
owner of GDW games will recognize many of them immediately; the significa~ 
nee is that the game was apparently designed, playtested, and produced enti- 
rely by GDW. John Hill is not mentioned. 
Nonetheless, the game system, map, and most components arc quite familiar to 
owners of any previous Conflict game. They are the components and system 
John Hill pioncered. 


‘The map is again the 'rubberized' or plastic mapsheet of convenicnt (20x26") 
cardtable size, and the unit counters are the same size and type as previous 
Conflict Games. The map covers an aera East/West slightly more than from Ga- 
zala to Tobruk; and as far south as Bir el Gubi to Bir Hachiem. 

This is a much heavier mapsheet than in previous games - so thick as to al- 


EM 


Soe ok 2. . 36 Mark Saha: Fall of Tobruk 
most resemble a piece of linoleum. it's really quite nice; there's no need 
to place it under acrylic sheets to play, and you can mark and exase ith 


with grease pencils. The artwork is also the best ever from Conflict. Gene 


are those loud garish 


colors and primitive terrain symbols. Dosert is a 


pleasant glare-free tan, rough terrain a cnocolate brown, and of course dark 


blue sea for contrast. 


The only ambiguity is the Tobruk peninsula itself; a 


wnit on the tip of the peninsula is also on a mainland coastal hex. I would 
assume ~ only guessing ~ that the peninsula tip is not in play but that the 


coastal hex IS in pla 


ye But are the otner Tobruk peninsula partial hexes in 


play? And can Tobruk itself be attacked from the hex directly south of it, 


despite a 3/4th water 
The above may sound li 
among themselves. But 
who holds Tobruk at ga 
guity: 


The game rules will be 
cially "Kasscrine Pass 
the 'AH-Classics~Schoo 
enemy ZOCs, atc. The C 
to KP's, except that C 
sleghtly different fro 
Engaged he must counte 
Innovations include a 
few of your units, dec 
clare anothor attack, 
"Jerusalom" and "Shena 
for defender behind a 
in a special pre-comba 
ding wrecked units. 
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26 — June 26, 1941) and winner is he who possesses To~ 
only a marginal if he captures Tobruk but the British 
tantial force (18 companies of tanks, 9 battalions in- 


fantry, 5 battalions artillery) off the east map edge toward El Alamein. 


is being, of course, that although the German has won 


an important victory at Tobruk, there is still a sizable army between him 


This condition would seem to make for more imaginative play by both sides. 


The British pleycor could simply withdraw the above force (it may never re- 


1 


The German, on the other hand, cannot make a simple and unimaginative fron 
tal assault from Gazala to Tobruk; an encirclement to the south and cast 


would seom indicated, 


if he wants to force the Britisn into an ‘tall or no~ 


thing! fight. Good design thinking here. 


Commont: Game Designer's Workshop's touch is evident in the abundance of 


cee edn ce cae eo OO 


charts, af standard GDW variety, included. Also, set-up can be rather tedius. 
Set-up for each regiment is printed on the mapsheet, but since the units are 
company/battalion size, you must sart them on the OB (Ordor of Battle) charts 
first, and then transfer them to the map. Moreover, you must sort by exact 
unit: if it says South African 6th Division, 2nd Transvaal Scottish Battalion 
that is the unit you meed (SA6/2TS) and you cannot substitute any other 1-4-5 
infantry battalion. Main reason is a rule thet all units of the same regiment 
or battalion may always stack together even if in excess of stacking limits - 
and many start the game this way - so if the units are not properly sorted, 
you begin the game with many illegel stacks! This could be the most tedious 
aspect of the game, in that set-up is out of proportion to basic simplicity 
as a *fun' game. And you can't drop this rule without also changing opening 
setup. 

On the other hand, first-time set-up is csasy, since the counters in the coun- 
tersheet follow the set-up charts fairly closely. And, if you like the game, 
‘familiarity will doubtless make setup easier each time. 


Both cauntershcets have white backsides. Suggest, before punching out units, 
yeu color the back of ONE countersheet - felt pen, water colors, anything. 
Units that havo moved or fired are inverted, duce to fluid movement/fire sys- 
tem, and antitank fire will produce inverted units on both sides. This simple 
precaution will probably be rewarded many times over in play. 

I also. strongly suggest that you color code breakdown substiture counter 

that are provided for Germans and Italians. Keeping track of battalions and 
legal stacking limits is problem cnough without these cutics wandering around 
in your counter mix. My solution is to mark a parent unit with a horizontal 
line across the top of the unit, using a felt pen. Breakdown units are mar- 
ked with a vertical line down one side of the unit. 

If you do this, you can tell a parent unit at a glance, i.ce, you know it 
consists of three inf bats so you cannot steck more on it, and you know that 
breakdowns are available for it on event of combat Exchanges. Unly a few 
units have these breakdown substitutes, and the game has a large countermix, 
so taking a few minutes to do this before your first game will greatly increa- 
Sse your onjoyment. 


Overall, a nice attractive game designed to be played. I've not yet played it 
((well, thet was nearly a year ago...; wih)), so I can't comment on how well 
it plays or how interesting the game problems it poses. 

Tom Gleson has reported getting imitial rave comments from players; then a 
certain amount of disenchantment as rules loopholes started to emerge. Per- 
haps the following rulings from CGC will help. 

Those interested in the 1942 Gazala battle will find this a nice operational 
companion piece to AH's Tobruk. 


THE FALL OF TOBRUK: RULES QUERY (Mark Saha, USA) 


Rules Addenda: Set-up: 1) The British player deploys his ‘Anywhere’ units 
first, then the German player deploys and moves. 2) German ‘Anywhere! units 
may NOT be deployed adjacent to a minefield or an enemy unit, Since engineer 
units must step before crossing a mineficld (just as any other unit) it is 
impossible for a German unit to cross a minefield on the first turn. 


Appendix (official CGC rulings as of Autumn 1975) 


Q When an engincer unit crosses a minefield, when does the gap he has created 
become operative? A Instantly. Other units that have not yet movad may follow 
him across the same turn. oe a a , cos fo 
@ The hex containing the southeast tip of the Tobruk poninsula ALSO cantains 
2 mainland coastline terrain. So: is the southeast peninsula tip in play? 

A No.- Q@ Is the coastal mainland terrain in that same hex in play? Yes. 

Q There are also northeast and north Tobruk peninsular land hexes. Are these 
in play? A Yes. 

Q May you attack and/or may you move between the Tobruk hox and the brown 
high ground hex directly south of the Tobruk hex? There is a lot af water in 
between, which raises the question. A You may move or attack or both. 


by» 
({Europe: The geome is available from me for SFr 24.90/45.8G; novYStocks yet.)) 


A 
A 


pen _ 


THE BATTLES FOR TOBRUK (Mark Saha, USA) 


"The Battles for Tobruk" (Balboa Game Company) is the worst of the Tobruk 
games, and it pains me to say this as Bill Comito is (or was, until he reads 
this) a personal friend and a really nice guy. He is also a researcher par 
excellence; but not, I'm afraid, a polsihed game designer when it comes to 
putting together a reasonably playable set of rules. 

What you get is certainly worth the price in terms of physical components. 
The mapshect is about the same size as Conflict's, but is shifted to the 
east so that it runs East/West from Tobruk to Halfaya Pass. Ironically, 

this map has almost the same ambiguity as Conflict's in regard to Tobruk 
peninsula. Otherwise, the three color map is attractive and clear. The unit 
counters arc also nice ~ blue, orange, and green, and very pretty. They are 
perforated, but they punch out nicely and I find the perforated edges actu- 
ally makes them casier to handle. 

There arc four complete and carefully researched scenarios covering Rommel's 
1941 offensives into Cyrencia and the British counterattacks, though "Batt- 
leaxe" (but not "Crusader"). The scenerias are First Assault on Tobruk, Apr 
14, 1941; Second Assauit, April 30, 1941; Operation Brevity, May 15, 1941; 
and Operation Battleaxe, Jun 15, 1941.- Each game is 10 turns ain length, 

and every fourth turn a ‘night’ move, 

These situations, when set up, look FAR more interesting than Conflict's 
"Fall of Tobruk” opening. These scenarios usually open with tho British un- 
der seige at Tobruk, but also on the board at Halfaya Pass; and so you have 
a 'two front! situation, and the German has e real trick on his hands - you 
really sce the fascinating problem Rommel faced, in deciding how much you 
can strip from your front to conduct the seige in your rear. And, of course, 
in some scenarios the British are attempting to relieve Tobruk with a drive 
_ from Halfaya. 


There is also an interesting little innovation in that cach player has a 
card with bexcs depicting various command units. The Command unit goes on 
the board, and units in it's box on the chart, unseen by your opponent, re- 
present the strength of that unit! And so, since the British have five such 
units and the Axis has seven, interesting surprises can occur; and use at 
the recon rules is encouraged. 

The rules of play are the real failing here. They are due to Bak Comita's 
obsession for realism, I'm afraid, and I can't imagine anybody actually 
playing them as written. The Basic Game rules alone, for example: 1) There 
is an armored/motorized aftermove ("France 40"/SPI system) but only units 
which have Movement Points unexpended from first movement phase may be used! 
Thus, you must remember or note down how many movement points every one of 
your units has moved so you will know its Aftermove capability! 2) Also, you 
may accept a Road or Track bonus (not both) in Movement or Aftermove, but 
not both; so you must remember which units used the bonus in first movement 
phase and which did not. 3) Artillery fire docs not climinats or damage 
units; it immobilizes a unit for onc turn, or ponalizes it a given number 
of movement points for one turn. So, -you must also teke note of which units 
have movement points subtracted at beginning of turn, and how many movement 
points are lost. 4) Also, most units are supposed to be inverted until an 
enemy recan enters the stack or combat occurs; this means you cannot invert 
a unit to denote immobilization or invert artillery to remember which has 
fired. Also, the backs of ALL units in the game are identical; (egain, sug= 
gest you paint back of Axis counters before punching them out). 5) Finally, 
combat occurs not by adjacent enemy units but units in the samo hex! Now, 
that works very well in AH's "1776" where you have armies marching along a 
continental scaboard wilderness; but in a 'frontal' operational game ~- es- 


pecially in a congested assault on the Tobruk peninsula - this can be a real 
mess? 
Those are the basic rules - advanced rules ellow such cute items as your 


opponent making 'spoiling' attacks by moving and attacking during your move~ 
ment phase (and, of course, remembering how many movement points he has ex=- 
panded, Gb). .-« 

hit in ally sorry BELLS aut T can't possibly imagine anybody playing this: 
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Hopefully, Bill will see fit to defend his game in print. 


= 


eanwhile, in his defense, Bill admits in the designer's notes that "As 

this is an innovative game system and attempts to recreate as accurately as 
possible the tactics and operations of the North Africa Campaign, this is 
not a game for beginners" and “As far as rules go, we at Balboa Geme Compa- 
ny have the philosophy that once you buy the game it is yours to play as 

you wish. sie provide the board, the most accurate order of battle we can re- 
search, end the most complicated and accurate rules for you to play with. 
Use the rules you want and modify anything you wish, and lect us know what 
you want. The final rules for all games in the (North African Campaign) se- 
vies plus the campaign game are not set and since you will be buying them, 
why not have @ hand in how they are developed." 

Research, indeed, is the mein strength of this game package. Comito notes 
that "the UCLA Research Library has 12 solid feet of bookshelves dealing 
with this period and area" and I do not doubt he consulted most of them. 
Those interested in the history of this campaign will find this set, even 

if not played as a game, @ very instructive and most accurate setup for 
these situations. Also, I imagine, as Bill suggests, you could casily play 
the game according to conventional rules, though you would have to come up 
with @ now artillery CRT and study the playbalance. But it could be fun, es- 
pecially with these ‘off-board? charts of unit strength/composition of head- 
quarters! Not to mention the overall stratcgic/tactical challenges of the 
apening setup positions, 


But you will have ta invent the game as well as play it. Nonetheless, you 
will get nice components and the most accurate Oreders of Battles on the 
market. The 'realism' Bill Comito seeks is better studied on the 75 meter 
AH "Tobruk" hex than this Operational level system. 


(Note: There also appears to be a slight error in the scoring system. The 
German gets 100 points if he captures Tobruk end ALL its defense hexes. If 
he fails this total victory, he gets 15 points for each Tobruk hex (three 
hexes) end 3 points for each fostress hex taken. Now, it turns out the Ger- 
man can make more points by capturing Tobruk and all fortress hexes except 
one! This way he scores piecemeal, and, even allawing the 3 points lest for 
the untakan fortress hex, will total 105 points. Thus, he should get 108 
points AT LEAST for capturing everything.) 

OPS & INFO: TOBRUK-GAMES 


The Fall of Tobruk (CGC) 


Available from Conflict Games, 201 Breadway, Normal, Iilinois 61761, USA, 
857s bostage.- UK/Europe: available from me: SFr 24.90//5.80 


i this issuc of E, in Jack Greene's column "From Jack - With Love; cf 
notes in E— 10/11: 51.53.63; Mark's articles ectually belong to a trilogy 
the farst part of which - on AH's Tobruk - was published in E 127 LAGAGs 


Bibliography: “The K" 11/1:5 has a short note, in which Jim Froediani states 
that "Rules are well written, but dontain @ loophole in advance game recove- 
ry rules - how to ellow opponents to recover enemy APS" =— "MERY 1,06 \Pet 
Allen states about the three Tobruk-games: "However, in my opinion, the win~ 
this three-way competition for the wargamer's dollar is Conflict Ga-~ 
me's ‘The Fall of Tobruk'." "The worst part of the game" he fcoels “is the 
(tco short, giving only the besic concepts, poor organization of the 
rules). Not given in the errata evens initial place of the Indian 10th Div; 
he suggests it “should be placed on the map one hex north of Bir el Gubi." 
Ril an all, ‘Fall of Tobruk’ 1s @ very goad game. It does heve it's faults, 
primarily in terms of rules detail and the minefield mavement rule, but it 
has many more strengths, especially its combat sequence, vietory eonds tions, 
and tank repair rules. Also, and perhaps more smportantly, -1t. 16 a. Tun game 


eee ne mee et ae 


to play. I would recommend (it) highly.".-"The Am Warg” Lid 0y6 gives some 
rules gucstions/answers.- "Panzerfaust" 70,38 summarizes: eye arava enters nadistck 


say that FoT is a worthy addition to the Conflict Games line, with just en- 


ough innov 


46 


ation in game mechanics to 


Ops & Info: Tobruk 


make it interesting without complica- 


ting the learning process.".- Richard Berg's briefing in "S&T" 53,19 ended 
with "Moderate complexity; fairly long", and in "moves" 23,26 he wrote "... 
with a new play sequence that uniquely demonstrates the fluidity of desert 
warfare, this operational game is tense and tough. Excellent OB work combi- 


ned with a 


nm antellaigent and intereste 


d approach to the rules, produces pos- 


sibly the best game on this level and area. By all means, grab yourself a 
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The Battles for Tobruk (Balboa) 
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stacks can get quite high", especially around Tabruk. He also mentions that 
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"hut once the game is set up and started it is a tactically challenging ga- 
me.".—- Then Nick Smith in Balboa'ts housezine "The Spartan" 10,34 first tells 


the story 


Hoffbauecr (VP of Spartan Int to which Balboa was sold, and editor Gr ete 


Spartan” 
due to Dan 


of the game: that the founder of Balboa, George Munson, then Dan 


and finally Bill Comito were involved ("much of the graphics are 
"), About the game: “It could do with improvements here and there, 
but it is a basically reasonable game, with very good components for the | ; 
price”. "The scenarios provide a lot of data for people to mess around with". 
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"There are. some apparent errors in the values of the defense lines in a cou- 
ple of scenarios,-but these can be fixed after you play it a couple of ti- 
mes. Overall, a reasonably good game, not great. At the price, a much bet- 
ter bargain than the other two. North Africa buffs will probably like it 

the best af the three. I do, and I'm not even a North Africa buff.".- Notes 
Ce pea, 10/11,63; Scout 1; Signal 40; Spartan 8,435.44 (ads only), ete.- 


~ RE: TOBRUK (AH) 
Cf £ 22/13,45-56.66 and — 10/11,63.- 


Tom Oleson: "My impressions on Tobruk were based on the revised version, in 
which there is STILL an unusual amount of die-rolling. I cannot stress too 
strongly, however; that AH is to be complimented for their daring in bring- 
ing out this game." 


Charles Vasey: "Just finished re-reading the last E for the fifth time. Most 
interesting to contrast Saha's review in —E and in "Fire and Movement"; I ac- 
“tually got around to playing Scenario two recently, and pulled off a South 
African victory, despite some fierce trench-fighting from the Italians. I 
must disagree with Saha's point that scenario One secs no 'action': we spent 
the game manocuvring the Germans around to try to split the Grant's fire; I 
cannot remember the exact result but many tanks were ablaze by the end. Some 
of this may be conditioned by Saha's lack of knowledge of probability: in 
FRM he states the chance of scoring a eleven or twelve in 102 dice is three, 
actually you should with random dice. get eight and a half results. Some may 
say that that is bad enough, but at least it is three timos bigger than the 
previous estimats. I also feel that if you play the scenarios in proper or- 
der you will arrive at a reasonable set of doctrines (the importance of sup- 
pressive fire is very obvious in Scen 2, where the Germans should be able to 
keep the S Africans occupied whilst the Italians advance). Cortainly, play- 
ing the game again re-confirmed my suspitions that this is a game that is 
alien to boardgaming tradition. In some. ways this is good, it certainly does 
put some SPI offorts in the shade, as it will encourage designers to look 
upon their customers as dairly intelligent. However, IT also think it will 
attract a cult-following rather than take a large slice of the hobby. It 
stands on its own and aloof, as much a feather in AH's cap as "Third Reich"." 


vement" 1: Mark Saha: "Close-up: Tobruk" (21-26); Randy C Reed: "Tobruk De-~ 
signer's Notes” T27) and with the same title by Hal Hock (28); "The Weapons 
of Tobruk” (29); "The Firefights" (30-36)(Description and analysis of a To- 
bruk panzer-ducil, with critical comments by James G Steuard)...- A review 


ON "TOBRUK AND MINIATURES (by Richard W Knieely, BRD/USA ) 


Since I discovered miniatures gaming only about three years ago, I dantt 

think I can claim that armoured miniatures is my ‘first! love, but I'd like 

ta respond to Tom Oleson's comments anyway (E 12/13,64). He has made several 

good points, among them that AH's "Tobruk" IS a miniatures game translated 

to boardgame format. This is a statement that has been frequently made, but 
apparently little understood. 


In any miniatures vs board game comparison, miniatures, at least for armor, 
has several disadvantages. While my microscale armor collection would cover 
mast of the pieces you'd need for Tobruk, this would not be the case for 
most gamers, To acquire the pieces for even a small portion of the "Tobruk" 
countermix is expensive. To purchase the tanks needed for just Scenario One 
means buying 2 boxes of Grants, 4 boxes of P2IIIiGs, 1 box of PzIIIM's, and 1 
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box of PzIVDts ~ cach box is B2. 90 from GHQ, total cost £23.20, nearly twice 
the cost of the "Tobruk" game! Of course, we should include considerable ti- 
me, and some money, for painting the tanks and making a playing surface. All 
in all, miniatures are expensive when compared to board games! 


Another problem is illustrated with the tanks listed above = the non-availa- 
bility of.many pieces. In the list above, NOT ONE of the German tanks is the 
exact model called for, although these are so cloSe as to be indistinguish- 
able. And although the situation has vastly improved in the last two years, 
there are still problem areas. In particular, such things as the SdKfz 7, 
the Quads, all British AT guns, German AT guns (except the '88') and infan- 
try weapons are all needed for "Tobruk", yet not produced. 


Still another problem is a set of rules to play by. While this, too, is get- 
ting better, there still isn't one comprehensive set of rules I am really 
happy with. 


Thus, miniatures is afflicted with three basic problems: cost, availability 
and rules. These are really solved in "Tobruk". HOWEVER, I would still ra- 
ther play with miniatures vather than cardboard counters! You just don't get 
the samé ‘feel’ in ae board game and it lacks ane element of ‘glamor’ in the 
appearance presented by a miniatures game. 

But I'm willing to put up with the problems inherent in miniatures play - 


but many gamers are not. So, "Tobruk" attracts a substantial group of gamers 
who would enjoy a miniatures game, but can't get past the problems and cost. 
And for that reason alone, "Tobruk" is valuable. It gives gamers a way to 


try a game that is an easy way to decide whether you might like armor minia- 
tures. 

"Tobruk" has had a lot of criticism leveled against it for its complexity 

and large number of die rolls, but really this is symptomatic of its minia- 
tures resemblance. Most of "Tobruk"™s critics would not like miniatures, I 
suspect, and those who like the game would probably enjoy armored miniatures. 


So to answer Tom's question of what is gained, I'd answer: "A great deal:" 
We've gained an easy way to try a miniatures-like game, without all the pro- 
blems in really playing armored miniatures, we've broadened the gaming expe- 
rience of gamers who might not otherwise try. miniatures, and last, but most 
importantly, we've gained one very fine game. 


TOBRUK: REVISING THE GRANT (Mark Saha, USA) . 


A funny thing happened during the play of AH's "Tobruk" game; and, in fact, ~ 
it happened a LOT. Namely, anytime a Grant tank entered the game board, its 
37mm gun with 6 ROF/Turn (Rounds of Fire/Turn; and almost unlimited range 
could in short time pretty much blow the tracks off any AFV on the gameboard. 
The Fire Initiation Doctrine tamed the little devil somewhat, but still I 
couldn't help but wonder at this marvellous weapon, although I accepted its 
performance because I very much like and respect this game. 


James G Steuard, editor of AFV-G2 magazine, and an authority on AFVs, wrote 
a short piece in "Fire & Movement" (F&M) 1,31 in which he quickly got ta the 
root of the problem. AH appears to have eed the official US Army manual on 
the Grant's armament, and this manual is just not correct on either of the 
Grant's main weapons. "This army manual," says Steuard, eeaae that the 37 
mm gun had an effective range as far as the eye could see! (...) The manual 
writer seems to have become overly impressed with the weapon he was writting 
about; not an unusual thing when officers were arbitrarily assigned the task 
of peng field manuals." The 37 mm, says Steuard, was roughly equivalent 
ta the British 2 Pounder. 
On the other hand, the "Tobruk" game and the US Army manual shortchanges the 
Grant's 75 mm gun in limiting it to 1,000 yards maximum range: "In truth, 
the US Army manual was very Saneeyatie in its range estimates, and British 
tankers quickly developed a tactical technique to utilize the Grant's 75 mm 
gun out to the maximum visual Paneey using high-explosive (HE) ammunition to 
cange on targets at long range. 
Finally, Steuard points out that use of HE against tanks at long ranges was 
a very effective desert technique in that even a-near miss could knock a 
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bruk" optional game rule which - when HE is fired at all an AFV combat ~ is 
equivalent to the British Crusader Close Support (Crusader C 3S), is not an 
accurate portrayal, so that in ignoring HE the game ignores "what was an im- 
portant facet of desert tank warfane." 

However, Steuard concludes: "In spite of the above comments, I have enjoyed 
playing and analyzing 'Tobruk'. My comments should not be taken as derogato- 
ry criticism... In fact, this game offered more excitement than any other | 
have looked at since *Panzerblitz' a number of years ago." 

IT was able to speak with Steuard personally a few weeks ago, and we agreed 
the main achievement of ‘Tobruk! is the solid foundation it has laid in a 
unique new game system for exploring AFV combat. Nor is it surprising that 
many conflicting sources are around and even official weapons manuals are 
incorrect. If anything, the following will show how easily such corrections 


are accepted by the "Tobruk" system. These changes are UNQ@FFICIAL ana EXPERI ~ 
MENTAL. 


1) Retain the ROF (Round of Fire) figures for both the 37mm and /Smm guns. 
2) For the Grant's 37mm, simply use the British 2 pd Hit Probability Table 
AND Target Damage Table. 


3) For the Grant's 75mm, use the German SOmm Lon Hit Probability Table BUT 
retain the Grant's Target Damage Table. 


If the abave modifications should unbalance the 'Duel of the Best! firefight, 
simply deny the German use of APCR ammunition. 


Finally, how should we incorporate. us of HE in tank battles? I suggest using 
the following for Scenarios ONLY; Firefights are too short in length, and HE 
would not be used at such close ranges anyway. a ee 

1) Use the optional Ammunition Limits rule (wnd ed rules, p 21) an whieh 
players may decide what mix of AP. to HE shot. to load on each tank, 

2) When firing HE from a tank, we should include ‘Near Miss! within our de- 
finition of a 'Hit!. Moreoter, a 'Hit' on the Hit Probability Table when u- 
sing HE becomes an HE hit. This automatically means the crew has be stunned 
by the concussion and the tank may not move or fire. It is NOT necessary cae 
roll the Target Damage Table (unless you are also playing the Crusader C S$ 
rule on HE - rules p 13 - which I feel combined with the above makes HE toa 
powerful). 

3) At the beginning of each turn, a die is rolled for each HE immobilized 
tank. Using a single die, a roll of ‘1’ or ‘2! means the crew has fully re- 
covered and tho tank may function normally this turn. 


The above rule for HE was arrived at after experimenting with a few ideas. 
Steuard's article suggests an HE hit AFV should be unable to move "for a 

few turns" but to assign a specific number of turns gives players informati- 
on they should not have, If an enemy AFV is.immobilized because its crew is 
stunned by HE, haw can I know how tong I can safely expose my flank to that 
AFV? The present system, using a die roll of .*k' “or *2' for roeovery, means 
an immobilized crew will be out of action an AVERAGE of 3 turns (= ls minu- 
tes). It is possible you may wish to increase the effectiveness of HE by re~ 
g@uiring a dio roll of 41"; this would put the hit vehicle out an average of 
6 turns (= 3 minutes). (Probability figures courtesy of Richard Plock.) This 
is probably closer to battleficid averages, but the problem is that you wish 
an average recovery time which is a) such as to make AFV HE fire a viable 
tactic against a tank, but b) not so powerful as ta dominate the game, and 
c) appropriate to the turn duration of the game without being too far from 
the true battleficld situation. 

These HE rules should, I feel, place more decisions on the shoulders of the 
players. First, they must decide what mix of HE to AP shot should go into 
AFVs when loading the tanks at game start. Then, they must decide whether to 
use tho HE at long range to disrupt the advance of enemy AFVs (especially 

in Scenarios 7, 8, 9) or to save it for use against infantry. An incorrect 

- decision here - either in loading tao much HE, or using too much against 
enemy AFVs - could cost a defender the game. ((wlh: A principle question: 

is it good if a game gets or might get decided by ONE wrong decision??)). 
The only crucial thing, as 1 say, is thatethas Me rule should be powerful 
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enough so as‘ to definitely tempt the British to use it, but not 50 powerful 
as to make it a sure thing or dominate play. It should be one of those de- 
cisions that gives the British stomach ulcers. 


A few other minor points are made by Steuard. The Italian M13/40 hardly ever 
caught fire and was quite reliable while the Matilda was natoriocusly unreli- 
able. This suggests the AFV reliability chart (2nd ed Rules, p 11) should be 
revised. Also, when an Italian M13/40 receives a K-Kill it is not inverted 
to expose 'smoke'; instead, merely remove the unit counter from the board. 
This actually hurts the Italian, since he can no longer hide in the smoke of 
his own burners. 


I hope these comments and suggestions will help others to find even greater 
enjoyment in "Tobruk". The only suggestions I strongly urge are those regar- 
ding the 37mm and 75mm guns; these changes will give you a different but 
probably more accurate picture of the Grant in action, 

I honestly foel this is the finest board wargame SIMULATION on the commer- 
cial market. That is not to say it is the most fun to play or the most en- 
joyable. I enjoy it a great deal, but it does require some work and time to 
really appreciate what the game has to teach you. Nonetheless, there is a 
great deal of information in "Tobruk". And, if you drop the Dueling Rule, 
the firefights and short Scenarios make for excellent solitaire. 


REVISING THE GRANT?? (from @ letter Randy Reed sent to Mark Saha) 


Before you go changing the rules to the game, perhaps you should find out 
tf thoschandes: (717) .of are; andeed, valid, 


(...) Perhaps the performance of the 37mm did look 'fishy' to you, but that 
is one of the purposes of the game: to shed a lot of people's pre-conceived 
notions on what the weapons-in-the-desert business was all about. The Grant 
tank was not simply a defensive mobile pill-box. It was an offensive machine 
as well. It didn't win laurels for it's penatration ability vis-a-vis its 
75mm gun. The American 37mm gun mounted on that vehicle was an EXCELLENT 
weapon. It had good sights, superbly machined ammunition with excellent bal- 
listical characteristics, and a muzzle velocity exceeding that of the 88mm 
FLAK. 

Hal has used - NOT training manuals, but a document called the BRL Memoran- 
dum which is a report by Aberdesn Proving Ground detailing the results of 
their extensive live-fire performance tests of ALL the weapons listed in the 
game. It is such a thorough piece of research that Hal himself had to get 

it de-classificd during the course of his research. To our knowledge, there 
are only two copies in existence; one in the APG Library and a photostatic 
copy in Hal's possession. Coupled with a lot of other historical and analy- 
tical date, the case for the performance is amply provable. 


(...) When he (Steuard) wasn't wrong, he simply misunderstood the game. His 


‘assumptions! are staggering: "... the 37mm gun was, in reality, directly 
comparable to the 2-odr tank and anti-tank weapons..." says WHO! 

(...) Effects of HE fire on tanks: "... effects of HE shelis hitting a tar- 
get and causing crew casualties..." He makes it sound as if a good HE gun 


was the equal to an AT gun. If HE could so easily immobilize/disrupt/shock 
tank crews (for MINUTES on end?) then why have AP? And, as you know, HE was 
FAR from totally ignored. (Again, lack of understanding the game. ) 


(...) On this basis, you want to change weapons performance characteristics? 
(...) Before you start penning those changes, stay tuned to Hal's six page 
rebuttal which he is sending to "Fire & Movement". Read it, THEN decide up- 
on the changes. 


((wilh. These two contributions could serve as cause for some principal dis- 
cussions: one about variants and variations of existing games: what is the 
sign, what is the definition of a good variant? Considering the amount of 
games around, is there a need or even a use only for variants? Isn't there 
the danger that publishers give us more and more untested 'games! (do-it- 
yourself kits...): we have to pey for AND to invent a playable game? etc. 

The other discussion would be about historical research made by people whoa. 
maybe, never really learnt how this should be done: cf SPIl-games/articles..)) 
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SUMMING UP: THE TOBRUK GAMES (Mark Saha, USA) 


Blaboa's "Battles for Tobruk" went wrong in striving for a level of rea- 
lism incompatible with the operational level of the game. Rules for move- 
ment, combat, and effects of artillery fire are so impractical as to be un- 
playable at almost any scale. The result is the 'dirtiest' game I have yet 
seen placed on the market. But the components are nice, and perhaps there 
is hope; this is the first of an interlocking series of North Africa Games 
and we are promised that rules can/will be changed based on feedback. I 
should add that "Battles for Tobruk" is a new (1975) game based on a previ- 
ous design by George Munson (1973). 


Confilict's "Fall of Tobruk". promises to be fun and quite wild, especially 
when played with the optional rules -~ which, instructions state,. experien- 
ced players can incorporate on first game. According to these rules, Bri- 
tish units have no ZOEs on first turn, and only British units that have 
been attacked or moved adjecent to can 'react! (move or fight) first turn - 
which really kicks off Rommel's offensive with a dazzling first act: 

But set-up can be a bit of a chore, and should really not take so long for 
a 'fun't level game. Also, the rule that stacking limits depend on whether 
all battalions are of the same regiment is something not all gamers care 
about. It's realistic, but is.it worth it in’terms of generating interes- 
ting game problems? It's’ been tried in a number of games previously, but 
usually it was an optional rule most players quickly discarded to ‘get on 
with things!. Here it is locked into the fundamental design fabric, so you 
MUST use it - fortunately, John Hill's large unit counters and the nice 
board make it not a difficult task. 
The plethora of GDW's usual. game charts rather destroys John Hill's concept 
of "a wargame played on a card table";.you can still play on a cardtable, 
but will have to lock the dog or cat out so you can use the floorspace for 
charts. , 

GDW has always hed a LITTLE bit of a problem in keeping all the rules of any 
one game at a consistant level af complexity. Even their excellent "Torgau" 
(for example) goes into far more tedious tactical detail than necessary for 
enjoyment of the operational and strategic problems that are the real chal- 
lenge of that magnificent epic. (They should have borrowed notion from SPIs 
"Past Carriers”, in which the tactical subtleties are optional and may be 
by-passed by a Tactical Abstraction Rule). So it's hardly surprising that, 
in adding their touch to the CGC series, the first effort should be a litt- 
le lopsided also. 

"Fall of Tobruk" promises to be fast, wild, and fun; but it shouldn't be 
such a chore to set up and get started. 


AH'ts "Tobruk" is far and away. the most professional, polished, original, and 
complete in maintining a consistent complexity level of rules and a very 
tight and thoroughly researched overall design. They did AT LEAST as much 

as Balboa in terms of research (in actual fact, MORE research), but they ma- 
de it WORK. There is a further bit of irony here in that, although supposed- 
ly aimed at the “real, hard core gamer" developer Reed's Programmed Instruc- 
tion system has you set up and actually playing the first scenario within 
minutes of opening the box! Compare that to the 30-45 minutes it will take 
to get your first "Fall of Tobruk" game off the ground — and THAT'S profes- 
sionalism: 

The question of whether the average gamer will enjoy AH's "Tobruk" remains 
open. The only thing I will say personally is that you shouldn't go by teac= 
tions to the initial 'preview' edition. A simple rule addition to the first 
scenario makes it a true ‘game! and a challenge; the addition being, of 
course, the AFV Fare Initiation rule. 

This is to my knowledge the most accurate, most thoroughly researched board 
wargame on the market. That doesn't mean it's necessarily for you ~ but you 
certainly owe it to yourself to’look it up and give it a try. 


((wlh. The organizational principle of this part of the issue was - first - 
to follow Jack's column with additional material on the games he mentioned; 
but - now ~ why not first go on with reviews etc on other African games?) ) 
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KASSERINE PASS (lan L Straws, BRD/USA) 


"Kasserine Pass" comes from CGC (Conflict Games Corp). Its scale is 1 hex = 
8 to 10 km. Units range from weak battalions to brigades. 1 turn = 1 day. 
It has a plastic mapsheet with large hexes. The rules are simple and clean. 
German units may break down; artillery has ranges of 2-3 hexes and supple- 
ments combat strength; zones of control are rigid ~- but for German armor, 

US infantry's ZOQC is semirigid. 


The situation: In the winter of 1942-43 US forces in North Africa, with Bri- 
tish and French support after an easy landing in Algeria, have been stopped 
at the Tunisian border. In the east, Rommel has been pursued to Tunisia by 
the Hritish 8th Army. An inexperienced and overconfident US II Corps under 
Major General Fredendall has an open flank to the south and maintains weak 
reserves. Its front line is in the valley between the Western and Eastern 
Dorsale mountain ranges. Rommel is to lead an attack through the Americans, 
through the mountain passes, to the supply and road center at Tebessa ~ and 
then to the sca! 


In the normal course of play, the German attack drives across the valley. 

If the German uses his armor skillfully he will advance as quickly as the 
Americans can retreat. But in the passes the attackers are at the feet of 
steep cliffs and must slowly assault the ridges, Can the allied force hold 
out until the 9th Division Artillery arrives? In the last turns, either: its 
erushing fire decimates the Germans and drives them back from Tebessa, or: 
as the Germans rush northwest, remnants of the US force are cutmaneuvred, 
bypassed, or destroyed in the ruins of Tebessa. 


JOHN HILL ON KASSERINE PASS (by Mark Saha with John Hill) 


"Kasserine Pass" is a game growing increasingly popular both in Europe and 
the United States; this is quite an accomplishment, considering the glutted 
state of the game market, and the fact that KP went almost unnoticed when 
originally released in 1973. Its. growing popularity has raised a number of 
questions, which were put to designer John Hill. As usual, ho was quite 
prompt and more than thoughtful in his reply. Obviously, he likes and plays 
the game quite a bit himself, and hopefully his replics will help other ga- 
mexs who have discovered this little game. 


GQ A very fundamental question is whether a unit may ever enter a hex for 
which it has insufficient movement points: an Italian 1-6 unit, for example, 
entering a rugged hex (& MPs). Legal? Also, what about the rule that a unit 
"may always move one hex and fight"? Does it allow an Italian to move into a 
rugged hex and fight? 

A Italian units are a problem in this game. However, I gencrally feel they 
should operate on the principle of always being able to move one hex and al- 
ways being able to "move one hex and fight". Hence, I would allow them to 
"move onc hex into a rugged crest and fight".- However, if during their turn 
they MOVE and attack into a rugged crest, they would not be allowed to ad- 
vance after combat if they won. Only if they begin their turn adjacent to 
the enemy unit and attack without movement, may they advance after combat 
inte a pugged crest. 


Q Combat Results: Let's start with a 'D-Elim': is this the only time an at- 
tacker rolls for extra movement points? A Yes. 

Q What about 'EX' or defender eliminated because he is unable to retreat? 
May I voll for extra MPs? A Na. 

Q 'D Back X': Since the attacker advances one hex LESS than the defender re- 
treats, attacker could never advance adjacent to defender unless defender 
retreated only one hex. Correct? 

A Not even then. If defender retreats only one hex, attackor CANNOT advance. 
ia Suppose the combat result is D Back 4; but defender can retreat only 3 he- 
xes and is climinated. What happens? 

A Attacker advances one less than defender retreated. Since defender retrea- 
ted only 3 (not 4) attacker could advance only @. 

Q@ When the attacker rolls for MPs after D-Elim result, must he stop when he 
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enters an enemy ZOC? A Yes. oo 

Q But romember,. these arc MPs. Couldn't, say, German armor pass through US 
infantry ZOCs at a cost of +2 MPs as per rules? 

A No, ho must stop upon entering US unit's ZOC. 

Q Since those aro MPs we're talking about, could the German, say, expend +2 
MPs to enter such a ZOC and have a SECOND combat? 

A No... but for home play it's an interesting idea. 


Q What happens when a unit attacks across an undestroyed bridge? Is it halv= 
ed or not? 

A It's halved. Bridges and roads count for movement only, not combat. 

G@ What happons when an Italian (1-6) is attacking alone uphill? 

A It would be halved and couldn't attack. However, rules state a unit may 
never be reduced to less than + of its combat value. Thus, a number of such 


units attacking may total their fractions. 


Q Do friendly units negate enemy ZOCs for retreat purposes? 

A I would say no, due to the rigid ZOC that KP uses. 

Q May I advance my full movement after combat or must I stop upon entering 
enemy ZOCs? 

A You may always enter the hex where the defender ‘used to be'3 other than 
that, you must stop upon entering first enemy ZOC. Note: If 'D Back 1' you 
could not even occupy hex where defender ‘used to be’. See above. 


Q@ I plan a 1:5 attack. Enemy artillery is added, meking the odds 1:9 - which 
is not allowed. What happens? 

A Your attacking units are automatically eliminated. However, if this was a 
soak-off attack, you get the benefit of the soak-off. 


Q 'Contact!: If you choose to counterattack, must you do so against all the 
units that attacked this defending unit? Or may you bring up more force and 
counterattack any way you please? 

A Contact is a simple ‘fight or withdraw! situation. If you choose to fight, 
you may brang up more units, maneuver, and fight anyway you choose. Ypu may 
even withdraw your Contact units, end fight elsewhere with thom. It's exact- 
ly the same as if the enemy unit(s) had come adjacent to you by an advance 
after combat. - 

Q 'Engaged': If I choose to reinforce the Engaged defender, my reinforce- 
ments are flipped over also, I suppose? 

A Correct. Of course, you may choose to attack, using all engaged and rein- 
forcing units. This breaks the Engaged result. If a new Engaged is rolled, 
it is now against your opponent. . 


Q Must artillory pay the extra MPs for fighting (+2MPs) even if firing over 
a distance? 

A Yes. These MPs are expended in unlimbering the arty, finding range, etc. 
Q Does it cost +2MPs for German Panzers, etc, to enter an enemy ZOC or is 
this included in the +2 MPs to attack? 

A It!s included. There's no problem if you understand the basic principle: 
if you move into an enemy ZOC during movement, you MUST fight. Therefore, 
you cannot center an enemy ZOE during movement unloss you have the excess +é¢ 
MPs for battlo. Again, as with artillery, these extra MPs are being expen- 
ded in deploying for battle, etc. 


Q Do engaged units still have a ZOC?. A Yes. 

Q@ May an ENGAGING unit be attacked by other units of the engaged defender? 
A Yes, but this would canstitute a general attack, so friondly engaged un- 
its would have to participete also. Notice that the friondly engaged units 
would have to attack IN PLACE; friendly units in CONTACT may simply withdraw 


and attack where and if they please. 


Q Advance after combat: a friendly unit advances after combat adjecent to an 
enemy unit. Must the enemy unit, in his turn, attack or withdraw? 

A Yes. Exactly the same as a Contact situetion. 

Q What happens when retreat produces averstacking? 

% Ratreat not allowed. Defender climinated. Attacker may occupy hex (unless 
The combat result was 'D Back 1', cf ebove). 
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Q Defender climinated by Exchange. May attacker occupy hex? 
A Yes. And no more. NO die roll, ete. © 

Q Back to the 'D-Elim' result. I roll for MPs; may I go anywhore, even 
backwards? 

A First hex must be where defender ‘used to be'3 if this puts you in an en- 
emy Z0C you must stop. If nat, you may now do as. you please. 


Kasserine Pass 


Q My artillery is attacking enemy unit from an adjacent hex = is this still 
treated as a regular artillery attack? 

A Yes. Artillery attacks and defends normally even when adjacent to enemy 
units. Only when it is adjacent and ALONE (not stacked with friendly units) 
does it -suffor fate of defending with a combat factor of '1l'. 


Q Germans occupy La Kef. Where do reinforcements arrive? 

A Nearest free hex west of La Kef. Some people play that they are delayed a 
turn} this 2s an option rule. 

Q Are half hexces in play? 

A Yes. Those hexes of 50% or more are in play. 


A fanal comment, which is really a compliment: wise old Tom Oleson once 
said that "any really GOOD game needs a second edition". He was speaking of 
ist edition "Anzio" at the time. More recently, he said of “Third Reich", 
"here's a game too good NOT to have a 2nd edition! Playing it gives you an 
inkling af how good it COULD be!" 


KP has nowhere near the problems of lst edition "Anzio" or "Third Reich". 
It's reclly close to home. Hopefully, you will find these questions (mostly 
compiled by our European friends) worth answering and helpful in putting KP 
in tournament play where it belongs. 


John Hill: "KP, oven with its ambiguitics, has made a vary good tournament 
game. We used it at Cincy end Michigan one yeer end it went well. Once 
again, my appreciation for all these efforts to get KP in shape." 


OPS & INFO: KASSERINE PASS 
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ed/rovicwed in our hobby's zines in all those years. One of the reasons 
might be that COC doesn't send revicw-copies to zines... It got known a lit- 
tle bit by ads though (Zocchi, Lowry - where it is available too). I also 
checked in George Phillies! “Guide™ and found three entrics which I don't 
heve in my files: "Boast" 39,5: Herbert Barents, "Spotlight on...KP"3 then, 
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Gets in Your Eyes" (reviews on Africar Games), and issue 7,64 a reader's 
letter (Norris L Darrall) about the costs of the game. (Jack's revicw on 
the game is not very enthusiestic: KP is Bulge North African style - unori- 
ginal - not particularly advanced es an historical tool — but short, very 
playable, enjoyable.).- "Panzerfaust" 60,25 has a very positive review by 
Norvis L Darrall (that time, the price of KP was considered to be a little 
bit too high - in the mcantime we learnt to live with £30 games...).- "PF" 


Greene in E 3,35 says that KP is the most playable of the CGC-games; in E 
475,92 you may find the grid-ccordinates for PBM-plaey.- Finally, as already 
earlior in "The K® IX/i,1 ("A good terrain geme, fast-moving and bloody") 
Richard Berg included KP in "The Basic Wargame Library" (37 Games You .'Must! 
Have), "moves" 26,28: "A good, solid player's game - the mark of John Hill's 
design craft. This one is swift and brutal, yet it retains a basic simplici- 


ty of play". Decided in the last two turns only: "a hearty recommendation"? 
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DESERT FOX (Martin C Campion, USA) 


"Desert Fox" (1973, Cavalier) by Chuck Lane and Vance Von Borries, is one 
of the many games that deal with the larger part of the North African cam- 
paign and help to replace AH's "Afrika Korps" for the historians among war- 
— This game appeared in an earlier version as "Afrika Korps II" in 
ee 

This version is thoroughly revised and shortened to eliminate the Tunisian 
campaign. The present board, professionally printed in brown ink on yellow 
paper, covers the. familiar area from Agheila to Alamein but the terrain is 
dane in much more detail than in any of the other North African games. The- 
re are four different games: the British camapign against the Italians in 
1940-41; Rommel's first year, March, 1941, to March 1942; April 1942 to Ja- 
nuary 1943; and a campaign game covering the whole period from 1940 to 1943. 


"Desert Fox" uses a complex movercountermove impulse system: the attacker 
moves and attacks; the defender moves but can't attack; then the attacker 
moves again and attacks in the same way. 

The CRT provides like the "Blitzkrieg" CRT for advances after combat of 1 
tao 5 hexes on some die rolls. Losses are taken and replacements returned on 
a point by point basis, using a unique unit counter system: each unit coun- 
ter lists the identification of the unit and its speed. The point value 
strength of the unit is indicated by a separate counter with a number from 
1 to 16. Of course, this system is possible only because there are so few 
units involved. 

The ather major strength of the game is that the axis supply system invol- 
ves two kinds of supply, both of which are kept track of on a point by point 
basis. The first kind of supply is 'stores', which is attack supply and is 
used up at the rate of one store for each combat factor attacking. The oth- 
er is 'issues', which is motorized movement supply, and which is necessary 
to move any motorized unit of 3 or more combat factors. Each of these arri- 
ve in North Africa according to a rigid schedule and if the Axis player us- 
es all he has, he cannot attck or move his heavy units until he gets some 
Mores 

The rules have some bugs.- The game is three moves per month; its impulse 
system, and its detailed record keeping, make it-quite long, from about 6 
hours for the shortest geme to maybe 30 hours for the campaign game. These 
things also make it a little tedious for ordinary gamers and more appealing 
to the supergamer. soi i 


((wlh. This games - it did cost 25 - seems not to be available anymore, un- 
fortunately - but maybe you can get a second-hand copy. )) 


BIBLIOGRAPHY: DESERT FOX 


work and research; some interesting features; for the advanced wargamer..«.\)$ 
"Abwehr® 5,19: Roy Matheson, "Desert Fox".= ="BRG" CG) poe ene Hegde 


it into his "Basic Wargame Library": "One of the best amateur designs of re- 
cent years. DF is literally a goldmine of ideas. It also is the most histo- 
rically accurate of all the African Campaign games, with a meticulous set 

of supply rules and a top-notch system for refitting units. Despite its 
length it is quite interesting to play and deserves a much better fate than 
it has so far received." 

OTHER AFRICAN GAMES 

Though it would be nice, by lack of space and appropriate material, lI can't 
publish articles on all ‘African! Games: cf the titles of games given in 


this issue... Maybe a second part will follow later, when you send in appro- 
priate contributions... The newest, by the way, SPI's "North Africa Quad"! 
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"'tZulu' is Combat Design's first effort at producing board games and is de- 
Signed primarily with the beginning wargamer in mind." So starts the first 
lines of the rules. This game retails for £6.98 where you can find it. 


The game itself consists of two sets of rules, a colorful rubbery map 12x15" 
and about 100 counters. Factors on the counters indicate combat effective- 
ness and movement capability. The horde of Zulu units all have a 1 for their 
combat factor while the British are larger and have steps to absorb losses. 
The Britash also have two artillery units which have special capabilities. 


The map shows two British forts and five Zulu villages. Basically the Zulus 
try to wipe out the British units and capture the forts while the British 
‘try to wipe out the Zulus and capture the Zulu villages. 

Movement is typical early Avalon Hill (i.e. units on a road receive a move~ 
ment bonus of 2). The Combat Results Table is based on the ratio of attack- 
er's combat factors to defender's combat factors. 

There are three scenarios presented: Rourkes Drift, the British Invasion of 
Zululand, and Zulu Border Raid. 
Optional rules include: Zulu Forced March, British Selective Attack, Zulu 
Reinforcements, British and Zulu Morale; and British Fire Power. 


T have played the Rourke's Draft scenario several times; with the basic ru- 
les only, the British tend to win, but if all of the optional rules are 
used, the Zulus tend to win. 


It is a fun game, and the action appears to represent what historically hap- 
pened. The rivers and mounteins are very important to the strategy of both 
sides. I recommend this game, even though it is expensive for what you get. 
The map and the CRT are very well done, and the rules are quick and easy to 
learn, 


((CF £ 4/5,98; K 9/3,6, Signal 71,8 for short notes.- It was available some 
time by Lou. Zocchi, but isn't in his lists anymore. It might be still avail- 
able by Herbert Barents, 1442 96th Ave, Zeeland, Mich 49464, USA,- In S&T 
48,45 Richard Berg said that it is "quite simple, fairly short", and in "mo- 
ves" 23,26: it "Ras actually been around for some time, but has little to 
recommend it except for the title. Both simple and simplistic, Zulu's ‘'high- 
light’ is a map that resembles sixth prize in a Middle Earth contest. For 
eollectors oanly.".- A “Zulu Wars" game 18 one of the inhummerable titles 

GDW mentioned within the last few months as to be planned (cf E 6-8,118).-)) 


SCHUTZTRUPPE 


available from Jim Bumpas, 948 Loraine Ave, Los Altos, CA 94022, USA, $5 Us- 
price, was reviewed in — 9,36.- 1 would appreciate to get more comments on 
that game. 

Rian van Mocteren writes that "the physical quality is OK, the rules seem 
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Up to now - with some little restrictions concerning the rules - it got ra- 
ther favorable reviews: PF/C 71,46 "looks like an interesting little game"; 
and Richard Berg in 'S&I' 51,18, in The K 10/2,4, and in moves 23,26 (it 

"is a best bot. Some hazy rules can create a few problems, but, basically, 
this recercation of the fascinating sideshow of WWI in East Africa is a fine 
simulation with solid play-interest. Good victory conditions and tough supp- 
ly rules make this a real challenge for both pleyers.".- Other reviews: cf 
Wo Inf 5, Bushwhacker 5, Signal 79, FlyBuff 24 partially got quated in — 9 
already. 


SYRIA 1941 (Sandy Eisen, UK) 


Very conventional rules (Anzio style without step-reduction) and the worst 
drawn map I've ever seen. My home-made counters were a riot of colour and 
the anly thing that added interest to an allied walkover of Vichy Syria.- 
There are options for German Intervention but they probably dan't help much. 
The Gorman paras can't drop and the British response is (amazingly) faster 
and tougher. But then I suppose the Germans are worth more to a sagging de- 
fense. Map as well as counters really need ta be redrawn. 


parC a 


SIEGE OF PORT ARTHUR (Mark Saha, USA) 


Don Lowry says ("Campaign" 73) this game was bought by GDW and republished 
as "Port Arthur” in their "Russo-Japanese War" set. I say it wasn't. To put 
the record straight: GDW's "Port Arthur" is on a scale af 6.6 miles per hex; 
it is aperational level, and portrays the Kwangtung peninsula from Port Ar- 
thur to Mukden to the Yalu. Strife Game's "Siege of Port Arthur" is on a 
scale of 500 yards per hex and an extremely tactical study of the actual Ja- 


Len Scensny has noted in "Midwest Gaming Review" that these three games ta- 


ees 
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ne "The Europa Newsletter"... more about that elsewhere, later...)) 


Strife Game's "Sicge of Port Arthur" is easily the most impressive 'first! 
game From a 'now!' game company that I have ever seen. It's also a bargain at 
the price offered. You get a 16x22" mapsheet in black-and-white except for 
blue sea and rivers - and blue dots marking possible Japanese ‘objectives’. 
Terrain is clear and unambiguous, but there is no grid or hexnumber system ~ 
which is useful in the optional Tumnel rule, in which units are off the map- 
shect (I suggest using AH's grid system, since it docsn't disfigure the ac- 
tual playing surface). The mounted counters are die cut and quite nice; VERY 
large numbers make them easy to read, and they punch out casily. Last but 
not least, the rules booklet: which is MOST impressive for a Vee oor. 


or, for that matter, impressive as a ‘professional’ cffort. They include an 


minar on Game Rules"... well, we'll sec.)) 


(...) 12 turns makes pianning ahead a must." Personally, I find this accep- 
table because of the extreme ‘close-up! tactical nature of the action. (Al- 
so, how many OTHER game companies would simply lie about it —- make up a 
turn/time correlation and pass it on?) Nonetheless, designer notes indicate 
that historical buffs can consult history maps and adjust game length ac- 
cordingly; the only problem being that the longer the gamc, the less inte- 
resting. (Jim Dunnigan has remarked that this mostly holds true for young 
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players. "They want blood and action", he says. Sider ‘gromards’ are can- 


lity when they start turning out more games under timc pressure.) : 
((wih: If time pressure is a reason for bad games, how about producing less, 
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in reality a kind of do-it-yourself kits? Just a thought, but actually I 
wonder, how long it takes, until the patience af the playors exHeuUets a. a!) 


a rR OO 


All units in the game have a movement value of 20 with different movement 
costs for infantry, cavalry and artillery to enter various torrain types. 
Terrain includes clear, rough, road, fortified, and fort. Tho Russian play- 


er sets up first, and the Japanese player moves first - on the first turn 
only: Thereafter, an initiative rule - Strife frankly admits they took it 
from "Coral Seca" - is used to determine who moves first cach turn. However, 


odds ate weighted that Japanese will move first 3/4th of the time. Whenever 
they don't, obviously the Russian will get two moves in a row (i.e., Russi- 
an moves last on one turn and first on the next) which simulates occasional 
Russian counterattacks, though the Japanese player gets two moves in a row 
when he regains initiative. 


ee 


his defense, cach player secretly writes a number from 1 to 8 on a piece of 
paper; then, the Russian player’ ONLY reveals the number he has written. The 
Japanese player then consults a matrix which crosses the SECRET Japanese 
number with the Russian number, and this reveals to the Japancse player ON- 
LY his victory conditions - expressed in terms of specific 'blue dots! on 
the map and the game turn by which he MUST cepture them! Secondary objecti- 
ves for each of the.sight possible victory conditions are also listed; the- 
se give the Japanese player more time if he finds himself running short (he 
may add on the Secondary Objectives anytime he wishes) but will also add to 
the burden of his victory conditions. Finally: any time the Japanese player 
achieves his objectives, he reveals his secret number - declares the objec- 
tives fulfilled - and the Russian now has one turn in which to recapture 
them: This is a very nice touch. 
Tactical System: Tactically, this game reminds me af John Hill's "Verdun", 
and not surprisingly. As the historical notes remind us: “The use of heavy 
artillery, hand grenade, electrified fence, barbed wire, trenches and, a 
new twist, gas, was on display for the military leaders of Europe to obser- 
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Sive Capacities which are nicely sequenced for clarity in the rules. Thus, 
a combat phase includes (1) Counterbattery fire (defensive artillery to su- 
press phasing player's artillery), 2) Artillery Blocking Fire (if succesful, 
blocks a hex to both players for a complete turn), 3) Harassment Fire (de- 
fender fires against attacking infantry, may force it to call off attack), 
4) Artillery Support Fire (supports an attack), 5) Gas attack (optional; 
only Japanese may initiate-use of gas, but once he does both sides may use 
it), 5) Infantry attack, POSSIBLY including hand-to-hand combat IF units 
can advance into same hex, 6) Artillery Interdiction Fire, which if success-~ 
ful sets up a Zone of Control in the target hex for both players in the 
next player's phase. 

Artillery units may he.fired only once per player phase, so each unit is 
flipped over as fired. Also, Russian permanent artillery installations are 
given an initial ‘on paper' value which is distributed on paper, secretly; 
ieee, he has 15 such permanent emplacements and may distribute 58 artillery 
points among them. Thus, the Japanese player only learns the strength of 
these units (which I assume may fire each turn) as his assault gets under 
WAY 


Playability Comments and Conclusions: Since artillery units are flipped ov- 
er as fired, | suggest coloring the reverse side of the counters to avoid 
confusion. Also, 74 blank counters are included so players may make up 
their own mix of trenches, bunkers, etc, (which are constructed by Engineer 
units) according to your own needs and style of play. Those who like the 
game will probably want to come up with a little more permanent and elegant 
play-aid unit mix. 

I have only one real complaint about this game, and’ that is a decision to 
base the game on an EIGHT DIGIT random table. This means you cannot use a 
die roll, and cannot use a 0-9 random number generator. You can use playing 
cards numbered 1~8, or SPI chits. 

((wlh: And, you can, of course, use the eight-sided die which is included 
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in the multi-sided dice sets used for miniatures and, for instance, "Dun- 
geans & Dragons"; such dice sets - including a 20-, 12-, 8-, 6+, and 4-si- 
ded dic - are available by TSR, POB 756, Lake Geneva, WI 5314/7, USA, for 
£3, or by me for SFr 8.90/%2.-)) 

The idea behind this system was that you can attempt to ‘outguess' your ap- 
ponent in selecting a number; i.e., each player selects a number from 1-8 
and the two numbers are cross indexed on a matrix to produce a random num- 
ber , which is also in the 1 to § range. You now cansult the 8 digit CRT to 
determine the outcome of the attack. This appears to be based on the ‘Poor 
Man's Computer! which appeared in the "Design Analysis" column of "The Ge- 
neral" 11/5,15. The problem with this concept is that your opponent has me- 
rely to shuffle his cards and draw one at random - and you can't possibly 
outguess him! 
Thus, I suggest: forget about the Russian/Japanese Random Number Chart. [n- 
stead, merely shuffle eight cards, or draw an SPI random number chit from a 
coffee cup, and apply it directly to the various CRT charts. If you have an 
electronic random number generator, you can use it and ignore “O" and "9" 
results, 


Should you buy this game? Yep - the price is sure right. Morcover, it is no 
larger in map or countermix than an SPI QuadriGame, while VERY much more re-~ 
alistic. You will need to study the rules and play a couple of times, but 
the richness and depth is there. Optional rules are just that - optional. 
This is no blitzkrieg; it's a close-up tactical study with a decided empha- 
sis on artillery. Which normally means limited interest, but the price is 

so lowe I think most players will get their money's worth. If you like the 
convenience of Quads but are tired of the NAW (Napoleon at War) system - 
here's your answer. 


OPS & INFO: STEGE OF PORT ARTHUR 


Availablo: Strife Games Co, 3447 N Pacific Ave, Chicago, Illinois 60634, Us, 
$6 + $1.50 postage; from me: SFr 16.80/¥3.90; small stocks ~ be patient. 
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tions’. The reason for this is that it adds the element of surprise to your 
hame. All in all, (it) is an exciting, fast moving simulation of a little 
covered Situation in world history.").- S&T 55,18 (short description).- 

MGR 18,9 "From the little I've seen, this game may mesh well with the GDW 
offerings.®.- Campaign 72,46 (cf 71,62 and 76,33) (About the @ digit ran- 
dom table: “A clever idea, but time-consuming"; "Although the battle simula- 
ted is relatively unknown, the game is interesting and innovative.")3 Cam- 
paign 74,17 "Can the Russians win?" (by the Designers of the game: Roger 
Hotz and John David Truty. 


SIEGE OF PORT ARTHUR: RULES CLARIFICATIONS (Mark Saha/John David Truty) 


Strife Fames! “Siege of Port Arthur" rules contained some ambiguous and mis- 
leading wording, at least to me, with regard to Victory Conditions. Speci- 
fically, with regard to Primary and Secondary objectives. Designer John Da- 
vid Truty has kindly responded, and I am happy to pass an what I hape is an 
accurato and clear explanation of the correct procedure. You will need a 
copy of the game rules victory conditions in hand to follow this. 


1) No game ever lasts longer than le turns. 

2) At the beginning of the game, the Japanese player is randomly assigned 

a secret set of objectives which are his Victory Condition for the game; 
and, the number of turns he has to fulfill those conditions (12 turns maxi- 
mum; but may be as few as 4 turns). 

3) At any tame during the game prior to his game time expiring, the Japane- 
se may opt to go for his secondary victory conditions instcad. For example, 
VC 3 gives 10 turns ta fulfill Primary Objectives, but only 8 turns to ful- 
fill secondary conditions. Therefore, if the Jap player wishes to switch to 
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secondary objectives, he must do so by the 8th game turn at latest - and 
the 8th game turn also becomes the final game turn. Japanese objectives re- 
main secret even if he switches to secondary. 
4) When switching from Primary to Secondary objectives, cach secondary ob- 
jective is now substituted for the primary objectivo adjacent to it. Where 
no secondary objective is listed, the primary objective must still be ta- 
ken. 
Example: VC 8 lists the following forts as Primary Objectives Gt: 
tt (16), (17), (22), (24); and. Sesondary Objectives (in order 
Cabs 
Thus, if the Japanese player should decide to sweitch from Primary to Se- 
condary, his new objectives would be CUS9, (29. 22). “and Gere. “Tass ie 
has deleted forts (16) and (17) from his objectives and made his task ecasi- 
er; but, he now has only 9 as opposed to 12 turns to accomplish this. 


n this or- 
) CEs 


Designer Truty claborated with the following interesting comments: 


"Did you know you are the first person to write to us and question the tu- 
les? Now I can say for sure that ONE person at least has read them! We ha- 
ve had very little comment and it's good to hear from people - at least we 
would like to know that not all of them (our games) are at the bottom of 
someone's closet.” ; 

"Your first understanding is correct - under no circumstances may a game 
proceed lorger than 12 turns. The purpose of the secondary objectives was 
to give the Japanese a little leeway from elsewise rigid victery conditi- 
ons ~ call it the commanding general's discretion. ... In Victory Condition 
Eight you will note that all the objectives are forts: a long and.rough way 
to go. Given the leeway and prerogative of command you choose to pass two 
forts and go after easier prey. In the process (...) you have traded an ea- 
sier task for less time. The total length of the game is now nine turns in- 
stead of twelve. One may nat go to a secondary victory condition if the ga- 
me has passed the turn when that victory condition would terminate the ga~ 
me. Example, VC 3: if you are in turn 9 you may not impliment the secondary 
VC because it dictates the geme-would have ended in turn 8." 

MWe are new at this - thanks for helping out." (John Truty) 


Designer Truty also comments that the surrender rule is simply @ convenien~ 
ce when a defender is hopelessly outnumbered. “It only benefits the atta- 
cker." 


((wihs Any comments from somebody out there on John Txuty’s first dlanea? 
In my opinion, there would be a lot to say about a 


THE RUSSO-JAPANESE WAR, 1904-05 (Mark Saha, USA) 


Richard Borg ance remarked of Game Designer's Workshop (GDW) that they are 
in the habit of producing “games to be admired rather than played". This is 
not entirely truc, since a glance at the current (S&T 56) SPI Game Rating 


Chart shows “Drang nach Osten/Unentschieden" the highest rated World War II 


game, with "Narvik" number 3. ead eo ge 

However, a closer glance at these same charts reveals that only 9% ((wih: 
S&T 57: 15%)) of all those gamers responding to the survey had played (and 
hence voted) for DNO/U and only 9% ((57: 14%; Narvik now 5th place)) for 
Narvik. By comparison, 31% ((39%)) had playcd "PanzerLeader" - quite high 
fox any game, but especially for an Avalon Hill game when you consider 
these are loracly SPI voters. Naturally, S&T magazine games get very high 
percentage played figures —- such as BO% for "Battle for Gormany” in S&T 53 
((72% in S&T 56 and 57)), though this did not ensure a vory high acceptan- 


What this indicates is that while most GDW gamcs are too complex for most 
gamers, those who DO play the games like them a lot. Personally, I've al- 
ways had mixed feelings about GDW - which P'll ga anto later = bue in gene= 
ral must say I have mostly ‘admired' their product and wished I had time 


for the monumental undertaking that playing most of their games entails. 
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re and more doubtful whether they are of any real valuc. Whether somebody 
of you - with some mathemetical and statistical background - could comment 
on this?) ) 


.Meafhwhile, "Chaco!" has been their most playable offcring to date. That is, 
I’m happy to say, until "The Russo-Japanese War, 1904-05" happened along. 

Yes, I've. actually played this one - sat down and played with Robert Liver- 
more the other day - and we had a swell time. Actually, we only played half 


the total package. The "War" is divided into the naval game “Tsushima" and 
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Port Arthur: Although it's customary to go from strategic to tactical an 
describing a campaign, I'm going to reverse the process here since only by 
understanding the unique problems of the land campaign can you see what the 
navy's role is going to be. = © 

The "Port Arthur" map shows a sizable chunk of Manchuria cunning north/south 
from Port Arthur on the Kwangtang peninsula to Mukden, and es far east as 
the Yalu and a few hexes of North Korea. Each hex-equals 6.6 miles and each 
turn cquals one month. The game is thus 23 turns long, running from February 
T5H4Z to Docembor 1905. Movement allowances are variable by scason, but a 
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chart on the mapsheet makes this convenient. ZO0Cs (Zones of Control) are ri- 
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-intrensic sources of supply (Port Arthur and Mukden for Russians; Korea end 
Invasion Beach Ports for Japanese), and also supply counters which are ex~ 
pended if used. 
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beginning. Thus, in mobilizing, each side must consider the capacity of his 
supply pipcline and what mix of troops-to-supplies he must send each turn. 
It is a three-turn journey from European Russia along strategic movement bo- 
xes to Manchuria, so the Russian must think three turns ahcad in this re- 
gard. Meanwhile, he cannot venture further than threc hexes from the Mukden/ 
Port Arthur roilroad without wandering out of supply uniti at lcast SOME 
supply counters arrive. Also, the Japanese cannot set foot an Manchurian 
soil on the first game turn; the best they can do is ship out of Japan to 
Korea, from whence ~ om the second game turn - they cen cross the Yalu into 
Manchurie, or ship out of the northern Korcan port of Chemulpo for an amphi- 
bious invasion. os . 
Control of the Scea is handled abstractly in this game, but. is still chal- 
Tanging and fun. Usually, Japan controls the Sea, which means hor invasion 
beaches aro in supply. The Russian player may decide to 'cantest! thas con- 
trol at the start of any turn, but must roll x3 greater than Japan on a die 
to gain control, which he then holds far two turns. If he fails, and the Jan 
panese roll equals or exceeds his, the Russian fleet is ‘crippled’ and he 
cannot again contest the sea until he ‘repairs! his flcet by a roll of '5' 
or '6'. But that's not all. Anytime Japan has controlled the sca for six 
consecutive turns, the Russian automatically receives Aiomee lie Ghieet,; -el= 
though it roquires 8 turns to arrive from Sevastopol. Thus, the earliest it 
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could possibly arrive is fourteen turns into the game (i.e., March, 1905). 
If both Russian fleets are ‘an being! and Port Arthur intact, Japanese con- 
trol of the sea becomes more difficult. Thus, another problem/decision for 
the Russian: should he contest the sea early on, or hold out until the Bal- 
tic fleet is 'on its way'? Sometimes the decision is automatic. The game op- 
ens with the (historically successful) Japanese Naval Bombardment of Port 
Arthur, which i here decided with a single die roll giving Japan a 2/3 chan- 
ce of success. If successful, Japan has automatic control of the sea for the 
first four game turns; and this, in turn, will strongly tempt the Russian 
(unless he is deep in trouble) to leave Control of Sea uncontested an addi- 
tional two turns to launch the Baltic Fleet. If the Japanese Naval Bombard- 
ment is unsuccessful, Russia has automatic control of the sea for the first 
three turns; which means June 1905 is the earliest the Baltic fleet could ar- 
rive. However, Russia gains more than she loses in an unsuccessful Japanese 
Naval Bombardment. What this means is that Japan cannot mobilize any units 
by sea except to Fusan (Pusan), on the southern tip of Korea, from which 
they must trudge to the north Korea strategic box, from whence they can en- 
ter the mepsheet. Thus, Russia will steal a march in mobilization and be a 
much more formidable opponent. This single die roll for initial Japanese Na- 
val Bombardment thus has tremendous influence on the complexion of the game, 
but I am not sure at all that it unbalances things. Obviously, instead of a 
die roll, players may assume the bombardment. did or did not succeed, accor- 
ding to the type of campaign they wish to play. 


One final comment: The Russian Command Paralysis rule precludes any Russian 
movement, except in strategic boxes and along the Mukden/Port Arthur rail- 
road, until each individual Russian unit is ‘alerted’ by a Japanese unit 

which has approached within 10 hexes. The Russian also rolls a single die at 
the start of each turn; when these die rolls total 20, all Russian units are 
alerted. This prevents the Russian from, for example, charging down into Ko- 


rea and sealing it off before the Japanese can mobilize. 


Tsushima; this is the complementary sea game, and is also relatively simple. 
"Port Arthur" players have probably noticed that the Manchurian coast is di- 
vided into 'areas' by white lines that have no effect on play of that game. 
The explanation is found on the Tsushima mapsheet. A Single hex in "Tsushi- 
ma" equals 102 miles (as compared to 6.6 mile hexes in "Port iArthur") so the 
'soastal area' lines on the "Port Arthur" map merely correspond to a single 
hex in "Tsushima"! Besides showing Manchuria, this mapsheet also shows all 
of Korea, the Asian coastline north to Vladivostock, and ali of Japan. There 
are also strategic (off board) movement boxes leading all the way back to 
the Baltic, wherein the Japanese can ambush that Russian Baltic fleet in 
transit (at they can tend 2)8 


chant/troop ships to Manchuria, delivering 'points' which will ultimately 
thold! invasion sites and ‘support’ troops to guarantee an abstract ‘land 
victory! via fall of Port Arthur. Again turns are monthly, so the game dove- 
tails perfectly with the land game. 


The best I can say for "Tsushima" played on its own (which I haven't done 
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treatment-of “Tsushima". Now, I must admit this is mostly a matter of perso- 
nal taste. However, Miller frankly admits in "Coral Sea" that “Resolution of 
naval ship-to-ship combat (...)(is) essentially a 'paper! game. Opposing 
ships and groups of ships range and fire their guns, and determine the dama-~ 
ge inflicted (...) Player will need (...) the combat results tables, pencils 
and scratch paper, and a die.” Moreover, this is done OFF the mapsheet. 

Now, I'm perfectly willing to admit that in any game using quantified values 
and a rigid set of rules, the board and components are merely aids to memo- 
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ry. Chess is often played without a chessboard or pieces, for example. The 
players merely tell each other their moves, using standard notation - though 
not everybody can do that. The same is true in wargames, cven more so; the 
amount of memorization required without board and pieces would be staggering. 
Nonetheless, it is the mapsheet and counters that give a wargame much of its 
magic and air of illusion. And the DNO naval system, for what it's worth, in 
my opinion, is rather like a magician exposing his own secrets, thus making 
his tricks less interesting. 


in its subject matter, which has not to my knowledge been otherwise covered. 
And its main importance is that when played in conjunction with "Port Arthur" 
the resulting full. Campaign Game "Russo-Japanese War" is something to be ad~ 
mired. 

Japanese units arriving on Manchurian beach ports on the "Port Arthur" map- 
sheet is no longer an all-or-—nothing matter; i.e., ALL when Japan has Con- 
trol of Sea, NONE when she doesn't. Same, none, or all may arrive depending 
on how many cargo ships are safely escorted to the beachhead, Moreover, the 
Japanese choice of Cautious, Historical, or Bold plan is made much more 
clear - depending upon how long the Japanese is willing to extend his vulne- 
rable sea 'pipeline'. 


Conclusion: "Port Arthur" is highly recommended; "Tsushima"™ is of limited 
interest on its own, but should be acquired simply because it is so cheap 
when purchased as part of the set and allows the Campaign Game to be played. 
The main limitations with the first editions of these games is that - as 


les cold to a new player and seeing if he can play the game given no other 
information than what is written on the rules sheet. The need for this is 
simply because designers and developers get so close to a game in the course 
of production that they simply take for granted the most obvious little ite 
ems that are often most essential for play. Example: Movement of units 
through Strategie Zones in Port Arthur is by combat point capacity; i.e., a 
total of 20 combat points may enter the mapsheet from Harbin each turn. But- 
supply counters have no combat point value - and the Russian has an infinite 
number of supply counters = does that mean he can bring 10.000 supply coun- 
ters on the board? GDW subsequently rules a supply counter is equivalent to 
two combar points, but without this knowledge you cannot play the game. Al- 
so, "Tsushima" turn sequence mentions seven phases per torn,  Gieh Gniiy bive 
phases are mentioned in the rules! As a result, all ships that left port at 
beginning of a turn are unable to return to port and suffer morale drop! 
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PLAYABLE, but players will still have to make some mutual rulings to get by. 
(For example, Rodger MacGowan talked to Mare Miller via phone; Mare says up 


gestion: how about a publisher coming out with a, say S8-game, consisting in 
a single sheet: "To play our game, please use SPI's counter of game X, AH's 
map sheet of game Y, GDW's rules of game Z; if you want it boxed, send us 

$2 additionally, and we shall tell you which box you should use"?)) 


These qualifications aside, my opinion is that "Russo-Japaneso War" is suf- 
ficiently unique in both subject and design to warrent your attention. "Port 
Arthur" poses absolutely fascinating challenges in logistics, strategy, and 
tactics - and is so unusual yet playable as to be worth any production 
shortcomings. ({Cf also Jack Greene in this issue: UProm Jack — With Love" 
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((The game is available from GDW, 203 North St, Normal, Illinois 61761, USA; 
Furope/UK: available from me: Rin fae She 29268/76.90 (smabl stocks); -or, on 
command (delivery-time 6-10 weeks) separately for SFr 19.30 cach.)) 
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ERRATA: THE RUSSO-JAPANESE WAR (Mark Saha, answers: Marc Miller, GDW) 


GDW has issued an errata sheet dated March 28,1976 in which most initial er- 
rata in "Port Arthur" and "Tsushima" is corrected. The following questions 
are not covered in that errata sheet and should bring the rules for the to- 
tal set ‘closer to home't. Mostly, these concern "Port Arthur". 


Q How many supply counters may be stacked in a hex? 

A Unlimited number. They do not count against combat unit stacking. 

Q@ Do supply counters retreat when a combat stack in the same hex is retrese~ 
ted? A No. 

Q May supplics be captured? If so, when and how? 

A Yes. Capture by moving into same hex, in which no enemy units ere present. 
Q May you destroy your own supply counters to prevent capturc? When and how? 
A Yes. During Terminal Phase. 


Q If a defending unit is.routed and retreats 4 hexes, may the Attacker advan- 
ce 4 hexes, or only occupy defender's hex? 

A Attacker may only advance one hex, and occupy vacated hax. 

Q Suppose I attack 'into' a stack, attacking a division but ignoring two re- 
giments. I achieve three hits. May the defender distribute these three hits 
among the three units - even though only the division was attacked? 

A No. By ‘defending units! it was intended only the units actually being at- 
tacked. A unit which was not attacked may not receive a {hit!. 


Q Fortress Mevoment Rules: Suppose Mukden is completely surrounded by Japa- 
nese units (not ZOCs but. a solid ring of combat units). Nonetheless, on the 
previous turn, the Russian units arriving from Harbin have managed to push 
and remain within four hexes of Mukden. May these units now use Fortress Mo- 
vement Rule to thop! into Mukdon? Notice, they are always in supply; first 
from Harbin, then thop' into Mukden for intrensic supply: 

A No. Typo: lst paragraph of Fortress Movement Rule, add “in supply from the 
same fortress". 


RUSSIAN CAMPAIGN (Mark Saha, USA) 


If memory serves, I read somewhere that John Edwards designed this game for 
Jedeo because it was so expensive to import "Stalingrad" from the United 
States. And, if true, it's ironic indeed that the game has now come full 
circle; it's been picked up by AH, given a first class facelit? by deveta=——- 
art done sSpecially for this editaon by Rodger Mac Gowan. I saw the original 
game at Tom's house in Santa Barbara almost two years ago, and from what I 
can recall the gameboard and components are largely built around the origi- 
nal although they have been cleaned up in a number of important respects. 


"Russian Campaign” is roughly on the same scale as "Stalingrad", and with 
about the same number (actually slightly more) unit Counters in play. It 
differs from "Stalingrad" in at least two importent sospocta. 1) "Stalingrad" 
runs from Junc 1941 ta May 1943; RC runs the full length of the war, from 
June 1941 to June 1945. This does not increase the number of turns in the 
game since RC uses a two-month/turn time scale. Thus, St is 24 turns and RC 
25 turns. 2) RC uses an Armored Aftermove type xploitation, which is more 
realistic and even essential in a Russian operational game nowadays. Moreov- 
er, this aftormove is considered to be ‘the second month' of a turn, and 
partially compensates for the broad two-month/turn time scale. Example: If 
duxing, the Mareh/April 1943 turn, the German OB card shows a German armored 
unit arriving in April, this unit arrives on the second movement phase of 


RC also incorporates such neglected aspects of the war fat Tease. on the. ope- 
rational level) as Stuka attacks, sea invasion and transfer, and Russian pa- 
radrop capability. AIT these capabilitics are extremely limited; they add 
Eacetcal richness without being so ‘wild' as to take the game away from its 
essentially land war. subject. Stukas are extremely powerful as one might ex- 
pect; but they are hindered by weather and automatically disappear from the 


game with time. 
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little strategic perspective but more of the board is in actual play. Ter- 
rain is different on the two boards; I know "Stalingrad" terrcin was inace 
curate, but that doesn't mean this board is any more accurate. Nor can you 
like 50 miles per hex, the problem is what to OMIT ta simplify the map into 
a playable terrain board. Nonetheless, to cite only one example, you do NOT 
have to break the Luga river to get to Leningrad in this game, and that ma- 
kes a BIG difference! (Neither this geme map nor "Stalingrad"s board agree 
with the maps in Carrel's "Hitler Moves East".) 

Terrain on this board is cleer and unambiguous except for the fact that mi- 
nor towns - and sometimes major towns - will be hidden under unit counters. 
Minor towns do not double a unit on defense so this is not critical; but 

the German secks to cepture as many minor and major cities as possible to 
cut down Russian replacements, so they are important. The problem is minor. 
Finally, the whole board surface is given a pleasant tan glare-proof finish, 
making for a nice playing surface. 

My only complaint is that - although it is clearly stated in the rules that, 
like "Stalingrad", the players will sit at opposite East/West sides of the 
board - all graphics and board play aids are printed to face West (Germany). 


see any reason why the Russian's Replacement Track numbers, holding box, 
and Paratroop Holding Box could not have been printed to facco the Russian 
player whom it corecrns. Also, there is enough room to print two CRTs back 
to back, with one CRT facing each direction. When the Russian takes the in- 
itiative and sterts doing most the ettecking around 1943-45, it's going to 
be an awful nuisance to heve the CRT facing the German player. I've persor 
nally made a photocopy of the CRT for use by the Russian player, and sug- 
gest others do the same. These problems aren't critical, but nontheless ca- 
reless and unnecessary. AH is taking on too much work and letting quality 
slide when something like this gets past. 

Unit Counters: The unit counters, on the other side, are a major leap for- 
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alternative to SPI's plastic sorting trays. RE has a very clover answer: 
each unit counter has on its upper left corner a number or a letter which 
denotes cithor 1) its placement on the OB chart for later arrival in the 
game, or 2) the area of the board in which it is deployed at game start. 
Thus, counters may be kept in two envelopes, and are casily sorted and set 


had intonded that both Russians and German counters should be in two diffe- 
rent tints of their respective colors: light tinted Russian units would de- 
note armor ontitled to an aftermove and light tinted German units were to 
be easily distinguished from darker tinted Axis allicd units. The pereenta- 
ge difference of tints on both Russian 'brown' and German green is sa sub- 
tle as to be worthless. Nonetheless, this was a printer's error, and no 
fault of the components designers. 

Rules: The rules are quite clear, simple, direct and to the point. Eight 


Don Greenwood (cf next page; wilh.) 

Finally, Tom Oleson includes five mini-game scenarios for which set-up boun- 
daries are also drawn on the map: High Water Mark, 1942; Stalingrad, 1942; 
Kursk, 1943; Battles in the Ukraine, 1943; and Race for Berlin, 1944. 

When I saw this game at Tom's, he said the only problem he had with the 
full campaign game was that too many drawn games resulted. In fact, he said 
that between two good players the game would always be a draw, since a4 wi 
se German would go onto the defense as soon as he saw he couldn't win. Tom 
offers in the "Rules Common to All Five Scenarios", Rule 1, an addition to 
to the full campaign game victory conditions that should solve the 'too ma- 
ny drawn gamos! problem. Simply, this additional victory condition states 
that if the German still holds Leningrad and Stalingrad at the end cf the 
Nov/fec 1943 turn he wins instantly. (This will tempt the German to hold 
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defensively farther forward than he might otherwise.) And the Russian. can 
win early by capturing Riga/Warsaw/Bucharest by Sept/Oct 1944. If you have 
-a problem of too many drawn games, I urge you to adopt these additional 
‘sudden death' VCs. (Thanks, Tom!) 
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Size. vere beautiful, and a lot of fun to play. Excellent for beginners, 
and challenging for is experienced gamer. Very good ‘all purpose! item, 
and quite pretty too. 


RULES: RUSSTAN CAMPAIGN (Mark Saha, answers: Don Greenwood. confirmed them) 


Q.Jf.a unit in a major city (doubled) is attacked across a river (doubled), 
would 1t be doubled or tripled on defense? Odessa is especially a good ex- 
. ample. of how this could happen. 

A-Jhe-unig- would still be only doubled. 


Q Rule 10.3, C, Sea Movement rules, implies that if you choose to make an 
amphibious assault you may not use Sea Movement for the rest of the game. 

A No. A, B, C and D are all options from which you may choose ONE each mo- 
vement phase. Option C may be chosen only twice during the game by either 
side; the other options may be chosen as required/allowed anytime before or 
after you have exhausted use of Option C. 


Q German automatic victory rules 16.2 and 16.3 could generate some strange 
cases not covered by the rules. 

16.2 states that German units executing AV may not move or attack the rest 
of that turn (both movement phases), and 16.3 states that additional units 
must be brought forward to attack enemy units adjacent to these units. 

Now, it is entirely possible that German units that AV in the first move- 
ment phase will find themselves still adjacent to some enemy units at the 
end of the second movement phase (especially if a soak-off against these 
enemy units failed). It's also possible the German will have nothing avail- 
able for a second movement phase attack - even at soak-off odds. Sane the 
German units that had AVd cannot move or attack, what heppens? 

A Rule 16.2 states that units which have executed an Automatic Victory may 
not ATTACK for the remainder of that turn (both combat phases). They may 
still move in the second movement phase, IF they are not adjecent to an ene- 
my unit. 
Of eourse, aT they (the German units) are adjacent to an enemy unit, then 
they must surrender (since they cannot attack) unless other friendly for- 
ces can be brought up to attack for them. 

Obviously, it is a (ridiculous) theoretical possibility that a stack of 
German armor worth 27 factors should have to surrender to a Worker unit 
worth '1'! The only consolation I (Mark Saha) can offer is to say: don't 

let it happen. Says Don Greenwood, “This is correct - the whole purpose of 
the rule is to discourage AV attacks against stacked or congested defenses." 


INFO: THE RUSSIAN CAMPAIGN 
Available: Avalon Hill, 4517 Harford Rd, Baltimore, Md 21214, USA, B9+. WS 


postage Al, Canada: 2, UK/E: $3; not stocked yet, but available on command 
from hobbycommerz, Feldbergstr 35, D-6051 Dudenhofen, BRE (new address), 


probable price: DM 37.80.- 


The Ist edition of the game was published by Jedko Games, Australia (1S 74) « 
Reviews, notes in: (all on the lst edition) Albion 49,19; AmWarg LI/6, ls 

moves 19,24; moves 26,28 (in Richard Berg's Basic Wargames Library); K 9/2, 
A and 9/3,6: Panzerfaust 67,39, and 69,23, and 72,42 (rulings, lst ed); in 
Eo geet and E12 s lal v0es -Paroxven~2fy..+ 


2nd edition: S&T 57,39 "newly boxed and has additional scenarios" (Richard 
Berg).- Noother review seen uo to now.- But: 


Cf also: Jack Greene's review in this issue 
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A NOT TOO INCOMPLETE LIST OF COSIM/SF/F-GAMES (Martin Campion, W L Haas) 
(Cf note on the end of this list; games in brackets: planned only.) 


ACAV (JP), ACW (Ahiks), African Campaign (Jedko), Afrika Korps (AH), Afri- 
ka Korps (POW), (After the Holocaust)(SPI), Airborne! (JP), Air Force (BtL), 
Alamo (SDC), Albuera (PA), Aleph-Null (Axis), Alesia (Bradley), (Alesia)(AH) 
Alexander the Great (GG), Alexander the Great (AH), Alexander's other batt- 
les (GG), Alien Space (Zoc), Alpha Sol (Axis), Alrisha XIV (?), American 
Civil War (SPI), American Revolution (SPI), Ancient Conquest (Exeal), Anti- 
etam (SPI), Anvil-Dragoon (JP), Anzio (AH 69), Anzio (AH 74), Anzio Beach- 
head (SPI), Arbela (Gygax)(?), Ardennes 1944 (ADA), Ardennes Offensive (SPI) 
Ares (IW), Armageddon (Fellow), Armageddon (SPI), Armored Assault (ADA), Ar- 
my of the Potomac (77), Arnhem (POW), Arnhem (SPI), Arnhem and Operation 
Market Garden (Spartan), Arsouf (POW), Aspern-Esslingen (Albert), Assassin 
(SDC), Asteroid (77), Astroblitz (??), Atlanta (GG), Atlantis (PF), Atlan- 
tis (Excal), August 1914 (Jewett), Austerlitz (Albert), Austerlitz (3rd™), 
Austerlitz (SPI), Avalanche (Morn/R), 
Ballistic Missile (Tabletop), Banzai (Abw), Banzai! Blitz! (Spartan), Bar- 
barossa (SPI: TSG 4), Barbarossa (SPI), Barbarossa Addition (IFW), Bar-Lev 
(CGC), Bastogne and the Btl of the Ardennes (SPI), Bastogne CSP. Betegen 
(Balboa), Bataille de la Moskowa (Martial), Battlecruiser (Eagle), (Battle- 
fleet Mars)(SPI), Btl for Andromeda (Attack), Btl for Germany (SPI), Btl 
for Madrid (JP),(Btl for Midway)(GDW), Btl for Tobruk (Balboa), Btil in the 
Solomons (T+V), Btl of Atlanta (SouthG), Btl of the Atlantic (PF), Btl of 
the Atlantic (Taurus), (Btl of the Atlantic) (GDW), Btl of Britain (Balboa), 
Btl of Britain (Zoc), Btl of Britain Revision (Zoc), Btl of the Bulge (AH), 
Btl of Bull Run (SPI), Btl of Chickamauga (FlyB), Btl of the Chinese Farm 
(SPI), Btl of the 5 Armies (Smith), Btl of the Great River (?), Btl of 
Helms Deep (F&F), Btl of Moscow (SPI), Btl of Nations (SPI), Btl of the Py- 
ramids (7), Btl of the Reich's Fortress (JP), Btl of the River Plate {(Moo- 
re), Btl of the Slag Hills (F&F), Btl of the Wilderness (SPI), Battle Plan 
(Loomis), Battleship (Eagle), (Battle Stations!)(Houseman), Battle Stations 
(Spartan), Battle Wagon Salvo (Zoc}, BEF (SDC), Beirut (JP), Bismarck (AH), 
(Bismarck)({AH), Blackmoor (TSR), Blitzkrieg (AH), Blintzkrieg (sic?) (Angio- 
Lillo), (Blitzkrieg: France) (Strife), Blitzkrieg Module System (SPI), Bloo- 
dy Ridge (SPI), Blue & Grey I Quad (cf Antietam, Chickamauga, Cemetery Hill, 
Shiloh), Blue & Grey II Quad (cf Btl of the Wilderness, Chattanooga, Frede- 
ricksburg, Hooker & Lee), Borodino (SPI), Brandy Station (Rand), Breakout 
(Axis), Breakout (3rdM), Breakout & Pursuit (SPI), Breitenfeld (POW), Brei- 
tenfeld (SPI), Buffalo Castle (FlyB), Burma 1944 (Albion), (Burma Road) 
(GDW), 

EA (SPI), Caesar's Invasion of Britain (Trumpeter), Caesar's Legions (AH), 
Cairo (JP), Cambrai 1917 (Rand), Campaign (IW), Campaign Game (USGS), (Cam- 
paign in France 1940/in France 1944/in Italy) (GDW), Campaign: Overlord (ADA), 
Capture of Fort Eban Emael (JP), Cauldron (SPI), Cemetery hill (SPI), Cen- 
turion (SPI, Tac 13), Chaco (GDW), Chancellorsville (AH). Chariot (SPi}, 
Chattanooga (SPI), Cherbourg (POW), Chicago, Chicago: (SPI), Chickamauga 
(SPI), Citadel (F&F), Civil War (AH), Civil War (Speer), Cold War 2007 (ADA) 
Colony Starship Commander (Starsht), Combat Command (SPI), Combined Arms 
(SPI), Commando (DE?), Company Comanchero (PF), Confrontation (Gamescience), 
Conquest (Histo), (Conquistador) (SPI), Continental Nuclear Destruction (FlyB) 
Coral Sea (GDW), Corps Ce(...?) Afrika ¢ Korps ¢ (PF; joke), Cosmic Chaos 
(Axis), Cowpens (JP), Crater (Viv; joke); Crete (SPI), Crete 1941 (Excal), 
Crimea (GDW), Cromwell (SDC), Crusader (POW), Crusader (SPI), Cubic Warfare 
(Axis), Custer's Last Stand (BatL), 
(DAK)(GDW), Damascus (JP), Dark Ages (SPI), D-Day (AH), DE (BtiF1), Decline 
& Fall (Donnelly), Decline & Fall (WRG), Deployment (SPI, 156 5), Derch- 
Arch (77), Desert Fox (Cavalier), Desert Rats (Spartan), Desert War (SPI), 
Destruction of Army Group Centre (SPI), Destruction of SPI Centre (?), De- 
viant Bulge (Spartan), Dien Bien Phu (?), Dien Bien Phu (SDC), Dieppe Raid 
(Rand)(?), Diplomacy (GRI), Diplomacy (AH), Dixie (SPI), Dogfight (IW), 
Dong Khe (DE), Dragon (Harvey), (Dragon Pass)(Chaosium), Drang nach Osten 
(GDW), Dreadnought (SPI), Dungeons & Dragons (TSR), Dunkerque (AH), Dunker- 
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mes (Albert, cf Austerlitz, Eylau, Aspern-Esslingen, deona-Aucrstadt),- (Na- 
poleon's Last Battles) (SPI, cf La Belle Alliance, Ligny, Quatre Bras, Wav- 
te), Napoleon's Last Campaigns (Rand), Narvik (GDW), NATO (SPI), Nebula 19 
(Mishlor), New Battleships (Albion), New World (McGraw)(?), 1914 (AH), 1914 
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sian Warfare (77), Peninsular War (Watts), Pennine War (Watts), Pentac (??), 
Phalanx (SPI), Phantom Star (??), Pharsalus (ADA),(Phaser) (Axis), Plague 
(FlyB),{(Plot to assassinate Hitler)(SPI), Poland 1939 (ADA), Poland 1939 
(POW), Poland 1939 (JP), (Poland 1939)(GDW), Poltowa (POW), Pork Chop Hall 
(27), Port Arthur (GDW), PQ 17 (JP), Prelude to Armageddon [Axis}, Prince- 
ton 1777 (Ahiks), Prochoravka (JP), Proxima Centauri (??), Punic Wars CSPI), 
(Quatre Bras)(SPI1), Quebec 1759 (Gamma2), 
Ragnarék (Follow); Raiders of Space (?), Raiders of the North (Taurus), 
Raumkricg (laomis), Redcoat (Empire), Red Star/White Star (SPI), Remagen 
(SPI), Ronaissance of Infantry (SPI), Revolt (IW), Revolt in the East-(SP1), 
Revolt on Jupiter XII (77), Revolution (ADA), Richthofen's War (AH), Rifle 
& Musket (SDC), Rifle & Sabre (SPI), Rift Troopers (Attack), Rigelian Wars 
2146-2705 (JP), Ringbearer, Risang Sun (Partanen), Risk (Parker), RN (JP), 
Rocroi (SPI), Rommel (Balboa/Sperry), Rommel: Btls for North Africa. (Rand), 
Royal Armics of the Hyborean Age (Fant& Unltd), Russian Bridge (Eagle)(?), 
Russian Campaign (Jedko), Russian Campaign (AH), Russian Civil War (CSP Ls 
Russia vs Germany (CSS), Russo-Japanese War (GDW), 
Sadowa (ADA), Saipan Mini-Game (Warnick), Salamance (Trumpeter)(?), Sala- 
mis (Spartan), Salerno (3rdM), (Salerno Invasion) (GDW), Saratoga 1777 (Rand) 
Savo Island (ADA), Schellenberg (Trumpeter)(?), Schutztruppe (Bumpas), 
Schweinfurt (Cranwell), Scrimmage (SPI), Search & Destroy Cif). “Seapela & 
Destroy (SPI), Search of the Graf Spee (3rdM, cf Graf Spee), Scastrike (WRG) 
Second Galactic War (3rdM), (Sedowa)(Maplay), Seeldwe (SPI), Seven Days Batt- 
les (Bath), Seventh Cavalry (Attack), 1776 (GG), 1776 (4H), Shenandoah (BtL) 
Shiloh (SPI), Shilo (3rdM), Shiloh (Spartan), Sicily (Drumco), Sidi Rezegh 
(JP), Siege! (F&F), Siege of Harad Dur (JP), Siege of Condor (77), Siege of 
Leningrad (JP), Siege of Minas Tirith (F&F), Siege of Port Arthur 1904 
(Strife), Sinai (SPI), Sinai (?7?),° Sink the Bismarck (Spartan), Sixth Fleet 
(SPI), Sniper (SPI), Solar War (Trembly), Soldiers (SPI), Solferino (Pe Jos 
Solomons Campaign (SPI), Sorcerer (SPI), Space Centurions (Spartan), Space 
Huk (Galloway), Space Patrol (Russo), Space Ship Strategy (??), Space Shoo~ 
ters (Albion), Space-2065, Spacewar (TTA), Spanish Civil War (JP), (Spanish 
Civil War)(GDW), Spanish Main (IFW), Spartan (SPI), Spirit of 76 (PzP), 
Spitfire (SPI), (Squad Leader) (AH), SSN (GDW), Stalingrad (AH), Stalingrad 
(JEYe ({etl-or Ste ef Turning Point Ly Stalangrad 9 °R (Blutbad),* Star Base 
2300 (??), Star Centurions (?7?), Star Command (22), (Star Empires)(TSR), 
Starfire (Eagle), Starforce Alpha Centauri (SPI), Starfyt (722), Starlight 
(72), Starlord (FiyB), Star Probe (TSR), Star Raider (Attack), Starship 
(Messerschmitt), Starship Combat (McGath), Starship + Empire (R=Sq).,. (ater 
Soldier) (SPI), Star Treck (Zoc), (Star Trooper) (AH), (Star Web)(FlyB), 
Stellar Conquest (Metag), Stellar Empire (Perey) (tp) Steller War(fare) (27), 
Strategy I (SPI), Strike Force One (SPI), Submarine (Batl), Supercharge 
(SPI), Supertank (SATS), Suribachi (Balboa), Swordfish (JP)!?), Syria 1941 
(Abwehr), * Stalingrad wm. CS P)) 


Tac Game Ili: Russia (SPI), Tac VIII: Europe (SPI), TACTICS II (AH 1958), 
Tactics II (AH 1973), Tank (SPI), Tank Commander (Smurfit), Tannenberg 
(SPI, TSG 8), Tannenburg (sic!)(ADA), Terawa (JP), Teheran (JP), Terribly 
Swift Sword (SPI), Test Series Games (SPI, 1: Italy, 2: Flying Fortress I, 
3: Russia 1944, 4: Barbarossa, 5: Deployment, 6: Normandy, 7: Leipzig, 8: 
Tannenberg, 9: 1914 Revision, 10: Flying Fortress 2, 11: 1918, 12: Korea, 
“ise Plying; Tigers, 14: Btl of Britain Revision, 15: Stalingrad Tit, 16: 
Twelve o'clack high), Thapsus (ADA), Their Finest Hour (GDW), Thermopylae 
(Sliva), 3xd Crusade (77), Third Reich (AH), 38th Parallel (ADA), Thirty 
Years War Quad (SPI, cf Freiburg, Litzen, Nérdlingen, Rocroi), (Thirty 
Years Wars)(GDW), 3019: War in the North (Albuq)(?), (Tigonderoga)(Mern/R), 
Timeless Ones (Tau€), Time Trap (FlyB), Tobruk (AH), Torgau (GDW), Trafal- 
gar (Swabbers), Trenchfoot (77), Triplanetary (GDW), Trireme (Decalset), 
Tsushima (GDW), Tunisia 1943 (Excal), Tunnels & Trolls (FlyB7, Turning 
Point (AKA), Turning Point: Stalingrad (SPI), Twelve o'clock high (SPI, TSG 
16), Two Towers (7), 
U-Boat (Tabletep), U-Boat (AH), UFO (Daugherty), Underseas Warriors (Tau- 

2 

) 


rus), Unentschieden (GDW), Universe (??), Un against the Wall (Columbia U, 
SPlegroup), tech Times (77), USN CSPL), 

Venerable Destruction (Excal), Verdun (CGC), Vicksburg (IFW), Vikksburg 
(Rand), (Vicksburg)(GDW), Vietnam (Gamescience), Viking (SPI), Viking Rai- 
ders (F&F), Vittoria (Imperial)(?), Viva (FlyB), Von Manstein (Rand), 

Wacht am Rhein (Parsons), Wagram (SPI), War (Axis), War at Sea (Jedko), 

(War between the States)(SPI1), War College (POW), War in Europe (SPI), 

War in the East (SPI), (War in the Pacific)(SPI), War in the West (SPI), 
Warlock (Spartan), Warlord (Hayes), War of 1812 (Gamma2), War of Wizards 
(TSR), War of the Worlds II (Rand), Warp Factor Two (??), Warsaw Pact (JP), 
(Wars of Narym)(Metag), Waterloo (AH), Waterloo II (Mangus), Waterloo (ADA), 
(Wavre)(SP1), Wehrmacht (Cobra), Wellington in the Peninsula (Rand), Wel- 
lington's Victories (Rand), (Wellington's Victory) (SPI), Weltkrieg (Covey/ 
Chaffetz)(?), Western Desert Campaign (Moore)(?), Western Panzerblitz (PF), 
Westfront Panzerblitz (Spartan), West Wall Quad (SPI, cf Arnhem, Bastogne, 
Hlixrtgen Forest, Remagen), West Wall (Blutbad), (Westward Ho!)(Strife), Whi- 
te Bear & Red Moon (Zhaosim), Wilderness Campaign (SPI), William at Hastings 
(Falchion), William the Conqueror (TSR), Winter War (SPI), Wizard & Warfare 
(LeicMin), Wolfpack (Albion), Wolfpack! (SPI), Wooden Ships & Iron Men 
(BatL), Wooden Ships & Iron Men (AH), World War I (SPI), World War II (Dum- 
dei), World War II (SPI), World War III (SPI), World War III (JP), Wlrzburg 
(SPI) 


ios (3rdM), (Yalu) (CGC), Year of the Rat (SPI), Yeoman (SPI), 


Zep Zap (GHQ, joke), Zulu (WargUnltd/Combat), (Zulu Wars) 
(GDW). 


Note: A similar list of 'all' Dippy-variants got published in “Bumm" 1i7.- 
Miniatures Rules (with exception of a few SF/F-rules) should not be inclu- 
ded in the above list, though some might have slipped in nevertheless. 


Please, check the above list and inform me about all mistakes, omissions, 
ete; thanks! 

The above list used the old Guides. of George Phillies and Martin Campion, 
the rather incomplete Cooper-catalogue, and mainly my own files as well as 
very useful info I got from Martin Campion. 


A GUIDE /CATALOGUE PROJECT 


wih. I'm trying to form a working team of well-known wargamers (who also 
own a big game collection) who would be able and prepared tc write a more 
or less complete guide of wargames; the work has already begun, and I hope 


(the second part of this one actually) will get mailed Sep or early Oct’ | 


